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All the critics agree .

Superb graphics, synlhssizu! voice and m game
more. Already voted ° ‘Game of the Year wumumawamsm |:surelv destined to

hanm an all time qrruat Are YOU ready to face the most Impmlhle mission yet d
“'Quistanding graphics, sound and amazing digitized speech.” ZZAP! 64
Products are mllahln at nnd
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Twenty-five all-new levels
Muiti-channel music
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“Automatic Demo Mode
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Bounty Bob™ retums in this new and excitingsfnllawup 1 g
adventure to Miner 2049er.” This time around it's even - -

tougher than before and Bob needs your help more than'ever ™
to guide him through the mine. The mutant have
maglﬂplied and over-run the mine entirely, it extremely
difficult to survive the haz the

n——

Using the h equipment

E tmty-rﬂ%mgmh Bub‘s:niy ﬁnple of M

ﬁcﬂm securing the mine defeating the plans
the evil Yukon Yohan!™ =

HEALTH WARNING: BOUNTY BOB CAN SERIOUSLY DAMAGE YOUR SANITY!
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Available for Commodore 64, Spectrum 48K and Spectrum + Coming soon: Amstrad and MSX.
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Cover by Oliver Frey

30 THE GREG FISCHBACH
INTERVIEW

Mainly Minson, but a bit of Bunder — we learn lots from
the main man at ACTIVISION

32 CRASHTIONNAIRE ANALYSIS
We analyse the response to the MNAIRE forms
which appeared in the February issue

36 HOLOGRAFIX — 3D IMAGERY
Mark Eyles and Caroline Hayton explain how Holograms
are made in the comfort of their own home

42 MARSPORT

Greg Follis and Roy Carter from Gargoyle introduced their
lnmtgmtaﬂw{.‘.andwnln Now he introduces it to
you

44 AS TROCLONE
Preview Two. Robin introduces Steve Turner's new
Hewson gameto awidar sudience. Yes, that's you again!

46 ELITE

Eomﬂnhinwﬂh-whgtnpm Lioyd in the ‘overworked
and underpaid’ department. He previews Firebird's

Spectrum version of ELITE . .

EE DESIGN DESIGN PART TWO

Auto-Profile continues and we leam about Graham’s
Nmﬁiﬂn—whlrh may yet feature a famous dog!

124 PLATINUM PRODUCTIONS
PROFILE
A chat with the canny converters from Scotland who have
brought three Smashes from the Commaodore to the
Spectrum: TAPPER, WORLD SERIES BASEBALL and RAID
OVER MOSCOW

130 SCOOBY DOO
Coming soon fram ELITE SYSTEMS, 2 cartoon adventure

featuring the cuddly canine. We take a look at progress on
the game of the cartoon of THE CASTLE MYSTERY

136 ON THE COVER

lan Craig is the subject — a fine artist as well as an
illustrator, whose work has graced many a magazine and
book cover

qll-
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2 YNA MA
nfh?,ﬁﬂt A ST
Search for the words to win a Smash/!

74 ZE FRENCHIPOOS PINBALL
GAME

Known as MACADAM BUMPER, PSS are proud of their
new acquisition. Pinball Wizards can win prizes . .

MSMD OFF II'!THDH'THDMCS
POPEYE compeatition,

with games and sound units up for

grabs
94 MATCH FISHING
In case you missed the ALLIGATA Entry Form last ish,
hare it is again
132 THE GREAT MUD CHALLENGE
Inwhich you eould become famous, through representing
CRASH in & Telecom Tournament
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7 EDITORIAL
Pondering the PCW Show as well as the indexes

16 MERELVIIANERAH
Lioyd overcomes his agoraphobia (LM's Long Word
Dictionary) just long enough to nose round the PCW
Show : his findings follow
18 NEWS
Keaping abreast of the times with News Input

50 CRASHBACK

Six games celebrate their first anniversary this month:
Lioyd and Robin look back on them,

54 FORUM
Your views bacome public, courtesy of Lloyd's Hermes

72 HALL OF SLIME
More and more High Score Gore

76 PLAYING TIPS
Candy’s Corner, in which Robin presents the map of
NODES OF YESOD and offers advice and assistance on
gameplaying

90 CRASH COURSE
Rosetta MelLeod gives you the lowdown in black and
white, More learmning experiences to broaden your mind

96 JETMAN
Is the Hungry Monster really dead? Find out this munf....

98 CRASH HOTLINE AND
ADVENTURE CHART

100 TECH NICHE
Which sees thestart of a new Sub Niche, TECH TIPS, Also,
Franco Frey kicks off with Part One of s three part look at
altarnative storage — is the cassette recorder doomed?
We take a quick look at MIDI, too, courtesy of musical
maestro Jon Bates

107 ADVENTURE TRAIL
Derek Brewster visits new lands, trips round London, is
puzzled by rampaging rodents and gains access to a girl's
schooll

112 SIGNPOST
More help and hints for avid adventurers, lovingly
presented in Brawstercode

119 RESULTS
Lots of lucky winners gat their namaes in print while their
prizes are in the post

112 FRONTLINE
The strategy column in back, but Angus isn't. The Vile-
penned Ryall hands over his mantle to Sean Masterson
who examines THE RATS and CONVOY

Next Instalment of CRASH hits the

streets on 24th October. Get in quick!
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Those devious Seiddabs
are mustering for
another attack!
Venture through a recently
discovered series of stargates
guarded by Seiddab fighters,
and you'll find a system of
named planetoids, each a part of
the Seiddab war machine.

Your mission, in this totally original 3D adventure, is to explore
these stargates and planetoids and rid them of the Seiddab
menace, using an armada of fighters crewed by Astro Clones.
In addition, a series of garbled messages tells you that a
deadly Graviton Bomb lies hidden amongst the planetoids.
Using all your skill and judgement, you must travel through
the stargates to find its components and smash the master
consul, closing the stargates forever, After a desperate

THE 3D INTERSTELLAR ADVENT URE

_:f

Journey through space,
beam your clones down
: to cripple each planetoid
by destroying its launch system.
However, each landing
holds a new surprisel
Scattered around you must find
everything from passcards to cryptic
clues on a computer terminal to continue.
There are also aliens and robots who could help or hinder
your plans. Furrimal for instance, is partial to chocolate, while
another needs a battery to be of any use. . .The list is endless|
Your clone can pick up and store objects, turn and fire a laser—
he can even throw objects acrass the rooml Futuristic graphics
plus unique sound through many different scenarios make
this the ultimate space adventure movie.

For all 48K Spectrums £7.95

( /:(55;?],?‘ '
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HEWXON COMNdULTANT

Fior il 48K Specyriama K798
A0 availabie for The
Asmitrac COPC 464 £7.98

For all 46K Spectnam £7.95

S&b Milivon Trading Estate, Milton, Abingdon, Cxan, O0 14 SR

For mail order send cheque/postal order made payable to

Hewson Consultants, For credit card sales state your Access/ Auaion

Barclaycard number and enclose a specimen signature,
Don't forget to include your own name and address,

agthic AdherELre bicsds
o 3 A0 pedirums E7.95

Asmumrad CPC 464 £7.9%

As part of our continuing development of innovative soffware we ane always happy to evaluate software sent to us with a view 1o publication




COPIER
CONTROVERSY

WITH THE advent of a
number of hardware
such as Interface 3, Micro-
driver and 007 Spy, the topic
of software piracy has taken
a new turn— especially now
that the new Software Copy-
right Bill has become law.

A couple of software
houses have a very strong
opinion about copier pro-
grams and hardware. But it
remains a fact that very few
software houses supply pro-
grams on microdrive cart-

izmos,

raging software producers
to refuse to place advertising
in magazines which also
carry plugs for software
copying utilities.

e don't believe that tape
to tape copiers are exactly
maoral products, and won't
carry advertising for them.
But microdrive transfer
utilities are a completely
different bucket of bytes as
far as we are concerned. If
you buy a ram on cass-
ette, and the software house
will not supply that program
on microdrive ca , we
believe you have every right
to use a microdrive transfer

ridges — and if you want to utility to get your purchase
use your microdrive to load onto cartridge — or indeed
your latest purchase, you're onto disc, if you own a disc
a bit stuck, drive system. We feel we
Two companies have been should be free to continue to
in touch with us concerning allow such utilities to be ad-
advertisements for transfer/ vertised....
copying utilites to date, one We spoke to FAST and
of which feels very strongly were told that they have not
on the subject of copying formulated a policy on copy-
utilities — to microdrive or ing utilities and hardware —
tape. English Software got in the whole area of microdrive
touch to say that they transfers is a rather murky
thought it hypocritical of one. Bob Hay from FAST
magazines (such as CRASH) alluded to the concept of
who refuse to condone buying a record, deciding
piracy and yet t ad- you wanted it on tape, and
verts from com s which then recording it yourself.
offer such utilities for sale. But if the record company
Indeed, English Software simply doesn't sell that piece
were of the opinion that we of music on audio cassette . .
could suffer an in igation . .7 Given that FAST have not
by the Federation Against formulated policy. could
Software Theft (F ) and, it be that there is a vast silent
I;T implication, the full force majority of software houses
the new law if we continue which isn't too bothered
to accept such advertisem- about these devices and util-
ents. English Software told ities? Or is English Software
us that they would be encou- just starting the ball rolling?
ADVERTISERS’ INDEX
ACTIVISION 23,73,127 IMAGINE g7
ALLIGATA » g INSIGHT g
AT&Y 63 m 105
CASCADE b MARTECH %
CCs 123  MELBOURNE HOUSE 27
CRASH BACK NO'S 95  MICRO CENTRE 85
CRASH CAPS 126 MIKRO-GEN sy
CRASH MAIL ORDER 134  MIRACLE TECHNOLOGY 65
CRASH SUB OFFER 117 MIRRORSOFT a3
CRASH SHIRTS/BINDERS 118 wnﬂ 83
DATEL 75 GENERATION 141
DESIGN DESIGN 49  NIDD VALLEY 29
DOMARK 67 139
ELITE 135, Back Cover 61
FIREBIRD 4  PEAK SOFT 51
FREL LTD 89  RAM ELECTRONICS 59
GARGOYLE GAMES 47,113 SYSTEM 3 a7
111 THOMAS WALKER 65
GLOBAL SOFTWARE 129  ULTIMATE 5
GREMLIN GRAPHICS 34,35 US GOLD 2,3
HEWSON CONSULTANTS 6  VIRGIN 77
HI-TECH 103

So, software houses, what

do you think? Will you with-
draw advertising if we cont-
inue to carry advertisements
for transfer utilities? As
buyers of tape software,
what do you think, CRASH
readers? Write and let us
know, eh?

IT'S SHOWTIME,
FOLKS!

It's over. Five days of frenetic
activity came to a close yester-
day, and as we put the finishin
touches to this issue of CRAS
most of us are massaging ach-
ing feet and suffering from sore
throats after all that talking . . .
The Eighth Annual Personal
Computer World Show has been
and gone.

As shows go, it was slightly
odd—while we were writing the
last issue of the magazine, it
seemed every software house in
the land was saving its new
releases for the PCW Show, and
it was a bit difficult to get people
to part with new software for
review. Scampering down the
motorway last week, we expec-
ted to see a whole horde of new
releases for the Spectrum and it
seemed likely that we would be
returning to Ludlow laden with
new programs to load, run and
review,

This hasn't been the case.

Maybe it was because the
PCW show was a couple of
weeks earlier this year, and
software houses tripped up over
their schedules, or maybe it's
because games just take longer
to finish nowadays, given the
increasing sophistication of
software. Either way, the stories

Co

P Thearh]
ter

we kept meeting up with from
Spectrum software houses were
‘Due for release later this
month’, ‘Set for October Launch’
and sometimes the mega-vague
"‘Ready for Christmas’,

At least one company had
spent thousands and thousands
of pounds hiring a plush stand
and hadn't a single playable
piece of software on show.
Others, entered the video age
with a vengeance, showing ex-
tracts from movies endlessly as
a taster for their imminent
releases.

There was very little new or
innovative on the Spectrum
front at PCW this year. The
Amstrad, Commodore and
Acord stands all had something
new (or newish) to reveal to
visitors, but Sinclair concent-
rated on pushing the QL and the
range of software that is now
available forit. At £199, it's a
good deal, but the cry is that it's
going to be a 128K Christmas
this year, No news from Sir Clive
on that front.

In a way, showmanship took
over, and the tone of the show
looked mucky for a while.
System 3 were upsetting some
people with their daring dancers
and attracted photographers
from the tabloid press; and one
day half a dozen topless females
raided the show, touring the
ground floor in little more than
orange sashes proclaiming HAL
2000 until they were asked to

BOUNTY BOB US Gold PAINT PLUS Print 'n
; ) 1?5 Plotter 100
Wm s by
e 14 THE RATS Hodder and
%ﬂem MACHINE Print
urne House 12 ‘n Plotter 1
HALLEYS COMET THE SECRET OF ST
Eclipse 15 BRIDES St Brides 108
ASET 21 STAR FIREBIRDS
LONDON _ Insight 22
A sonren ™ s
BUMPER TANGLED TALE Pocket
PSS 48 : 109
Ultimate 10 RHIANNON Adventure
ONE ON ONE International 107
Ariolasoft 39
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leave by the organisers. HAL
wasn 't exhibiting and denied
knowledge of the girls when
they were contacted by the
show, according to the Press
Officers, and the agency who
supplied them didn't name their
client. Not quite entertainment
far the whole family, somehow.
Bandersnatch, which first
existed as a concept at the
ariginal Imagine, then became
the property of a company
called Fireiron and was backed
for a while by Sinclair Research,
apparently for the QL, may have
made an appearance on the

pied by a firm called Psygnosis.
a large game, complete with
scene-setting book, on the Atari
stand. Only time will tel|
whether we'll ever get a mega-
game for the Spectrum.
Overall, the mood amongst
the members of the trade was
one of confidence, during the
FCW Show. This Christmas
should be a good one, not only
for the trade, but also for you,
the customers. There's a whole
host of new games on the way,
maost of which should arrive in
time for the festive season.
Whether it will be a 128K one on

L'J |

MONTHLY SOF TWARE REVIEW FOR THE

AMSTRADcowvrut
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corner of the Atari stand occu-

the Spectrum remains to be
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MISS ME?

Sorryifyoudid...

Two days before the official ‘on sale’ date. EMAP
Business & Computer Publications gained an infune-
tion to prevent distribution of the August issue of
CRASH on grounds that there was a breach of Sinclair

B &
maimnineiatiel # EEKY I MISSED ISSUE 19! |

Those pages were 123 to 126. Newsfield Public-
ations was to comply with the injunction and

| missed out on Issue 19, the August CRASH, and would
like you to rush me one straightaway. | therefore enclose

a cheque or postal order made payable to CRASH MICRO for £1.

Send me Issue 19 NOW — | can’t wait any longer. . . .
special sticker on th
ready and wnl‘ﬂm in CRASH Tﬂ'h:'l'.ll. fﬁ"ﬁﬂﬂ I Name
missad, obtain the pull out poster fs:‘mw
p‘mudhrvbub Oli, or meraly feel a little empty as a
of a mhm mu:t. now’s you chance to Address
up on the August SH Experience. Even after

its last minute diet, issue 19 is still 126 fat, and I

cOMmes pu::ud with reviews, prﬂ'ﬁ::.md '“lltl\rm
on gameplay. How can you resist opportunity to
el‘hglll.lpmwhatvwmi'ued?

i dbebesio st e bk mvmssaupanetimionrsi[J] POSt code |
lﬁﬂﬂ:ﬂ;ﬂ;‘:ﬂmm&&m if Issue 19 is all
cheque or postal order for 9p pius 5y part snd ke [l SEND COUPON ISSUE 19 ORDER
Mmﬁg,ﬁm;ﬁ“ vouscutdown I IN ITS VERY OWN BACKNUMBERS DEPT
SO VORI S0 U smnsing 911 i ENVELOPEDIRECTTO: PO Box 10, Ludlow, Shropshire SY8 1DB
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Zoidstar is gripped by war,
Blue Zoid fights Red Zoid in a merciless
battle for supremacy.
Mighty Zoidzilla, Blue Zoid combat leader, lies
dormant in the hold of your craft, ready for you to climb
into its command capsule to merge minds with the
powerful machine and take control of this bitter
confrontation. Somewhere in the desolate landscape, the
Red Zoids lie in wait!
Landing preparations are complete. The descent begins.
The task which follows will take you to the very limits of
your capabillities and imagination.
LIVE THE GAME. BECOME THE MACHINE!

48K SPECTRUM ® COMMODORE 64
BBC'B' ® AMSTRAD ® MSX @ ATARI

Cassette:  SPECTRUM 48K £7.95
ALL OTHERS E8S5

Disk: CBM 64 E£1495

Available from all leading software retailers
OR order today by mail. Prices include postage
and packing plus VAT,

martech

Martech is the registered trade mark of Software
Communications Limited, Martech House,

Bay Terrace, Pevensey Bay, East Sussex BN24 SEE
TRADE ENQUIRIES WELCOME.

PHOME: (0323) 768456

TELEX: 87465 EXIM Brighton

Lk A



NIGHT
SHADE

Producer: Ultimate
Memory required: 48k
Retail price: £9.99
Language: machine code
Author: Rare Ltd

Many moons ago in a hidden
valley between the purple
mountains and the seas of the
Seven Islands there was a great
calamity: darkness descended
upon that land, evil overran all
that was good and death and
hunger spread. Those who
remained became twisted and
striken with evil and the village
in that valley became possessed
with powers so black that
nobody dared enter.

Years later the story became
legend and only the songs and
tales remained of those who had
tried to enter the valley never to
return . for those who
trespass into the village become
enslaved by the immense power
of the evil Overlord.

After listening to the story of
the battle with 31& forces of evil
in the Nightshade village one

night, you decide to set off down
the valley ... .and thus the scene
is set for the latest Ultimate
game.

Nightshade is yet anocther
arcade adventure  utilising
similar ‘Filmation’

programming technigues to
those in Knightiore and Alien 8.
This gives a realistic 3D
panoramic view of what's going
on around you.

The program differs from the
last two games in that the
scenery scrolls rather than
'flicks’ as you move from one
location to another and there are
no objects which you can shunt
about and use whilst playing.

The game itself is set in a
typical mediaeval village,
complete with ancient looking
houses, streets, barns, churches
and the like. As you walk down
the streets you can see the facias
of the buildings in detail, with
walls, gables and windows. If
you like the look of a building
then you can enter it through its
door. When you do so the front
of the building will disappear
showing what is behind - useful
as it lets you see what you're
doing.

Most of the buildings are
connected so you can travel
from one to the other by moving

10 CRASH October 1985
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through the series of doors and
rooms inside. Many of the
buildings also have back doors
allowing you to go through to
the street behind.

Throughout the village there
are loads of marauding thingies
which rush after and try to
take one of your five men. Each
man can be hit three times by a
nast\( the fourth touch will
result in him being lost. When
you start with a new life he is
white, when hit again he turns
yvellow, then green; the next
touch after that turns him into a
puff of smoke and he disappears

The marauding thingies are all
excellently animated and vary
from small jelly like bacteria
which slide along the ground to
huge gremlin types which give
chase waving their arms and
generally disport themsealves in
a loathesome and revolting
manner.

Your man looks a little like the
knight from Atic Atac and he's
extremely well animated as he
wanders about. There are some
nice touches too: for instance
when he bangs into a wall he
ﬁuts his hands up to protect

imself. He's not defenceless
either and can throw things at
the nasties to protect himself as
he travels around. These
‘antibodies’ (varying from sticks
to what looks like the end of a
mace) can be picked up from the
rooms of just about any
building. Running over them
will automatically put them into
a tube at the side of the screen.
The tube only holds a limited
number of objects so it has to be
replenished wvery regularly to
increase  your (very slim)
chances of survival. There are

*
-T;-»ﬂ-

extra lives which can be picked
up and there are also boots
which, when collected, allow
you to run at high speeds for a
short while.

When you throw an antibody
at a nasty it doesn't always kill it
straight off. Some of the bigger
ones need to be shot several
times with an antibody. The
gremlin, for example, splits into
two smaller creatures which
again have to be shot. The
smaller creatures then turn into
a bubbling mess which still
?ives chase until shot for the

inal time. Thankfully you don't

have to go through this
rigmarole every time you shoot
something - most, like the

flames, smaller sliding things
and squat, toad-like creatures
die immediately after being shot
once.

The object of the game is to
find and pick up the four super
antibodies (bible, hammer,
cross and egg timer)., Once
found you have to track down
the four evil characters which
run the show (the monk, the
skeleton, the ghost and Mr
Grimreaper) and throw the
correct super antibody at it. If
vou can do that then the village
will be freed from the evil which
has ruled there for so long and
everybody will live happily ever
after . . . until the next Ultimate
game, anyway!

\ crimicism |

‘An Ultimate game is always
something to look forward to —
just wondering what it will be
ike is fun in itself. While loading
| read the usual obscure
Ultimate instructions which

*l- f
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gave absolutely no hints; as
with all the other Ultimate
?ames the idea behind it is to
nd out what on earth you have
to do! Nightshade is well up to
their usual standards but unlike
Knightlore and Alien 8 it does
not set new standards in
programming. The idea of using
the walls which flick out when
you enter a building is a very
good one but it tends to leave
the screen rather blank. The
graphics of the nasties and the
village are very good with only a
few attribute problems. Colour
has been used effectively along
with sound but don't expect
anything too outstanding.
Nightshade is likely to appeal to
the younger gamaes player or to
reuplﬂ o are fed up with the
atest spate of arcade/
adventure/strategies and want
to play a simple game where




S*H*A*D-E

ﬁuu don’t have to worry about
ow to crack certain codes etc.
Overall it is a very good game
with excellent graphics which
makes a welcome change from
all the complicated stuff which
is being forced on us.’

‘After Knightlore and Alien 8 /
F wondered how far Ultimate
could stretch the limitations of
the Spectrum. It's now obvious
that they've just about reached
its peak — Nightshade doesn’t
differ much from the last two,
and in fact | must say that I'm

/)
/Af’ pretty disappointed with it
F

There aren't any objects you can

jump round or shunt about,
\ making the whole game seem

. father flat and uninspiring. The
' game itself isn’t too difficult —
once you've got used to playing
it huge scores are easily
reached. | can't really see it
posing as many prubfern.s as
Alien 8. Still, the game's bound
to be a smash and even if it does
semetime rely on cheating
(materialising a nasty on top of
you s0 you can't do anything) its
good fun to play.”

General Rating: Not quite up to
Ultimate's usual standards but
still a truly excellent and
absorbing game

Sinclair

Keyboard Play: responsive Use of computer 82%

gse I:E_Guluur: excellent Graph:;; 942*";3'
Control keys: X/V/N left, C/B/M 5;%?;52?9“9*“ Elzt"';?nh 'hstga rtod ?ﬁn:;ﬂ
right, A/S/D/F/G forward, Q/W/  Skill levels: one . . B
E/R/T fire, CAPS SHIFT/BREAK  Lives: five Addictive qualities 86%
SPACE pause Screens: a closely guarded Value for money 90%
Joystick: Kempston, Cursor, secret, it seems Overall 91%

‘Nightshade is as |'d expect it to
be. Yet another technically
brilliant game from Ultimate.
The graphics are stunning,
cleverly using high resolution
detail to good effect. Making the
characters large enough to kill
any attribute problems but still
cramming them with detail is a
good idea. The smoothness of
the scrolling window was
amazing for the amount of detail
packed into it; there's been

naothing like it yet on the
o Spectrum, Controlling the main
¥ sprite was a lot easier than

controlling Sabreman in Knight
Lore because of the new option
for directional control. A great
little touch was the cautious look
over the shoulder our hero gives
himself after moving off. The
thing that confused me was the
actual object of the game 'oh, we
can't tell you that’ said a helpful
voice at Fortress Ultimate in
answer to ourenquiry. | was also
told, when asking how large the
playing area was, ‘lt's pretty
large’. All in all | can't say that |
was as impressed as | have been
in the past. | think compared to
earlier releases it's lacking in
playability. Nightshade is still
vaery good though, and
technically a lot better than
anything else for the Spectrum.’

*
.
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THE WAY OF THE
EXPLODING FIST

Producer: Melbourne
House

Memory required: 48k
Retail price: £8.95
Language: machine code
Authors: Greg Barnett,
Greg Holland, Stephan
Taylor, Damian
Watharow and William
Teng.

Melbourne House used to be
well regarded just for their
adventure games but the
release of Starion changed that.
Now we have come to expect
ood arcade games as well
ose good old 'Cobbers’ from
down under have caused quite a
stirwith their Karate simulation.

In The Way of the Exploding
Fist you control a single
character competing in a Karate
match against either the
cumgu’mr or against anybody or
anything else that can use a
keyboard or joystick. Since
Karate offers such a wide variety
of moves the control system is
necessarily complicated. The
one player mode allows either
the keyboard or the joystick to
be used, but in the two player
mode at least one player must
use the keyboard.

The keys are definable but
they are best set up as a square,
three by three keys — that
way, each key represents one of
the eight directions obtainable
on a joystick. A ninth key
provides the joystick fire option,
so shifting the eight keys allows
a further eight functions, g'rir:?
the sixteen options needed.
With the keyboard set up in a
similar way to the igIBtick it is
best to regard each of the eight
functions as directions on a
compass, eg pushing the
joystick dii}gﬂnail{ right is the
same as using the key on the top
right hand of your key square in
which case bath the key and
joystick direction can be referred
to as north west or NW.

Whether you wuse the
keyboard or a joystick, as you
can |mag1|ne learning the
controls will take a little time, but
they have been laid out in a
helpful way. For example all of
the kicks are produced when the
fire is held down: N gives a
I'I\rinE kick; NE a high kick; E a
mid kick; EW short jab kick and S
forward sweep which is a more
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of a flailing action performed
with one leg from the crouch
position. The backward kicks
also r:ir on the fire button being
pressed, but this time in
conjunction with the north east
an north west controls.
Without fire, pushing N makes
your character jump, thus
avoiding sweeps or low jab
kicks. ?ﬂE produces a high

unch, E moves the character

rward, EW gives a punch to
the belly, S is a crouch and low

nch, a back somersault, W

kwards walk and defensive
block and NW makes your man
perform an elegant forward
somersault.

Learming how to produce the
various moves is only part of the
story: appreciating when each
of the available moves is best
used is just as vital. The
literature enclosed with the
game goes some way to
pointing out the pros and cons
of each of the moves but a great
deal can only bes learnt by
experience. It's best to start by
mastering some of the easier
moves which will be quite
effective against the low order
opponents. For example the

TeH-E W-A-Y O-

short jab kick is quick and
effective at close range, as only
the higher level Dans will be able
to defend against it with ease.
One of the better moves is the
forward sweep, which can be
both offensive and defensive —
if the anemrt is within range it is
very difficult to avoid. The mis-
named roundhouse kick allows
you to turn about and deliver a
vicious mid level kick, but it
takes some time to perform so
guu could be exposed to attack

efare your blow is delivered.

The somersaults are useful for
escaping from the reach of your
opponent but, when using the
backwards somersault, make
sure you know how to turn
around otherwise you are going
to have your back to your enemy
while you are fiddling with the
controls. The other defensive
moves also require some
appreciation. There are two
types of defensive blocks: a high
and a low block. It would be as
well to remember that while you
may be able to fend off one
aggressive move with one type

D
i

F

of block your opponent could
change to _.a mowve which
circumnavigates the block you
are holding. Clearly the solution
is to changes blocks, but that
requires absolute knowledge of
the controls and the effect of
various moves so that you can
pre-empt  your opponent's
attacks. Because there is no
block against low sweeps it's
worth mastering those two
moves at an early stage.

Your sole aim when battlin
against the computer is to reac
the exaulted rank of 10th Dan. In
all, there are eleven levels. Your
first fight will be against the
Novice — a much battered
individual — and you should be
able to deal with him with just a
little mastery of the basic
moves. If you impress the judge
(he's the little bald headed bloke
with the Mexican moustache)
you will be awarded half a point
in the form of a yin or yan
symbol. A full point {a yin-yang
is only awarded for moves
which the judge considers to
have been executed very well,

|
1
[ |
1




S0 a poorly executed but
g:m’shin body blow may only
awarded half a point.

The symbolic points relate to
our performance in any one

ut; to defeat an opponent you
must win both bouts, even if
only by half a point. In order to
progress through the levels you
must defeat each Dan in two
bouts, and if the computer gets
the better of you in a bout then
it's back to bashing the Novice. If
4 bout ends with a draw then
you will get the chance to fight
that bout again.

Points for the match as a
whole are diﬁlavm at the top of
the screen. These match points
are awarded according to the
type of move you use. For
instance, a straight punch is
worth less than the more
difficult “roundhouse kick'. If a
move is performed well and is
rewarded with a full point, then
the match point value of that
move is doubled. Fighting
against the computer is very
good practice for combat
against another person

because, as you move up from
one level to another, you can
take comfort in the knowledge
that your next opponent is going
to be meaner and cleverer than
the last. As an added stimulation
to traininﬁ. remember your
opponent has only to win one
bout and you go back to the start
again.

Competition against a fellow
human can be more challenging
but this time the match is
decided in favour of the
contestant with the highest
score after four bouts. If, during
a bout, the time limit is reached
and the yin-yang points are even
then the 'udﬂg will order a that
bout to be fought again until
there is a clear winner,

It's here at last! It has certainly
been worth the wait. This is by
far and away the best

combat simulation available
yet. Complete with oriental
scenic backdrops, the game

flows into Karate mania. With

its fab, even dynamic graphics,
the kicks and punches seem to
have a strength and purpose. |
enjoyed The Way Of The

Explodin Fist — having
mmadq the simple straight
kick and punch | quickly began
to delight in the more
complicated moves, back and
inning kicks integrated with
e somersault. The wide
variety of moves means that
you are never limited in your
means of attack and counter
attack. Addictive is the word’

On the Spectrum there have
been few good representations
of the nable martial arts. Kung
Fu by Bug Byte was probably the
best, but it had so few moves
and was  painful slow.
Meibourne Houses's Way of the
Exploding Fist puts that to
rights. It has a stunning 18
moves that can be performed
with astonishing speed and
accuracy, just like the real thing.
It can take quite some time to get
used to all the available moves,
and | found the two player mode
best for practice before tackling
the computer. Once the moves
have been mastered the game
starts to really open up and
become fun. | was pleasantly
surprised by the guality of the
Spectrum version; the two

central characters are perfectly
against

animated scenic

backdrops  which  provide
pleasant surroundings to have a
?aud fight in! The sound is very
imited but it does enhance the
game - not quite the screams of
the CBM64 original but politer
squeals m‘i"par'ni Expfad.-‘ng Fistis
immense fun to play and it really
comes into its own on a two
player game especially when
vou are evenly matched. 'm not
sure how long it will kee 7]
addicted for, but .-‘rcerrar'ng ept
me up late. Though the weather
hasn't been very sporty the
recent releases of sports
simulations have more than
made up forit!'

Exploding Fist, now that it has
finally appeared on the
Spectrum, is the best game in
the genre to appear Yet. hough
not as colourful as its
Commodore and Amstrad
cousins, the speed and
?ameplay is nearly identical. In
act the monochromatic figures
as just as effective in their own
way as the Commodore’s blocky
sprites. Differences that |
noticed included the computer
opponent’s increased
viciousness, which makes the
game lot more challenging and
playable. Getting the fight
actions you need can be a
fumble at first, but after a bit of

ractice things get a lot clearer.

e sound effects, though
sparse, are effective: there’s
nice thud when a fighter hits the
floor and a nasty crack noise
when someone gets hit. |
particularly . enjoyed the two
player option which has to
make, Way of the Exploding Fist
one of the best two player
E:mes around. It's definitely the

st beat ‘'em up yet on the
Spectrum and is good value for
money.’

Control keys: definable

Joystick: Sinclair and Kempston
play: very good

Use of colour: excellent

backdrops

Graphics: very smooth

animation

Sound: good bashing sounds

Skill levels: 11

Screens: 4 backdrops

General rating: excellent

Use of computer 87%
Graphics 92%
Playability 87%
Getting started 80%
Addictive qualities 96%
Value for money 85%
Overall 92%
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Producer: US Gold
Memory required: 48K
Retail price: £7.95
Language: machine code
Author: Platinum
Productions

You may have read the book,
seen the film or made the Airfix
model kit but have you actually
re-enacted the mission on your
Spectrum? MNo? Well now you
can, courtesy of Sydney
Development (design), US Gaold
(distribution) and Platinum
Productions (conversion).

Dambusters puts you in full
command of one of the
Lancaster bombers used in the
historic flights across Europe
and into Germany, to stem the
output of the German Steel
Industry (and to kill a few people
in the process). Not only do you
have to play the part of the pilot
in flying the plane, but the roles
of gunner, bomb aimer,
navigator and even engineer —
all at once!

There are eight screens, ane
for every role, and each can be
‘called Uﬁ' at any time by
eressing the corresponding key.

ou can also check your current
score and status in the same
manner. |f any of the ‘crew’ are
experiencing problems of any
sort then their respective ‘letter’
flashes at the bottorn of the
screen to inform you of the fact.
For example, a gunner under
attack from an enemy aircraft

would result in a flashing W',
implying that wou should
change to Front Gunner
immediately.

PILOT

As Pilot you are given an ‘out of
the cockpit’ view and simply
have to steer the plane and keep
an eye on airspeed, altitude and
heading with the instruments
provided. All instrumentation
can be displayed as either
analogue (dials) or digital
(numbers), depending on your
bent.

FRONT/TAIL GUNNER

Both screens put you in control
of twin 303 FN machine guns
{sound pretty smart, eh?) and
give you the task of shooting
down any enemy planes and
barrage balloons that prove a
hindrance, or taking out any

your position. The Front Gunner
also doubles up as the Bomb
Aimer, When you are
approaching the dam a set of
distancing sights appear on
screen. These sights must be
lined up with the two towaers of
the dam so that the correct
distance between plane and
dam can be determined so the

bomb can be released
accurately.
BOME AIMER

Before the bomb can actually be
14 CRASH October 1985

spotlights that would give away |

DAMBUSTERS

dropped it must be 'readied" and
the plane must be brought to the
correct height and speed. Two
spotlights underneath the plane
need to be aligned to ensure that
you are flying low enough, and
this screen is for just that
urpose,

AVIGATOR
Although the Pilot steers the
plane, the Mavigator does have
to point him in the right direction
first. A six screen map of Europe
is used to follow progress and to
set the course for a dam (there
are three to bomb). All military
installations, airports, inhabited
areas and industrial complexes
are represented on the map by
different coloured symbols and
the =size of the symbol
determines the concentration
and/or size of an installation.
FIRST/SECOND ENGINEER
There are two engineer screens,
giving access to all main engine
controls, landing gear and other
relevant gauges etc. The first
screen has a throttle, booster
and fire extinguisher control for
each of the four engines, with

auges to indicate their status.

he second shows the fuel
situation for the four engines
and allows you to adjust the
rudder trim and flaps and raise
or lower the landing gear.
STATUS AND DAMAGE
REPORT
This screen gives details on any
flak hits you have incurred and
the number of ME 110 fighters,
searchlights and barrage
balloons you have encountered
and have actually ‘taken out’. A
summary of any damage to the
plane is also given along with
Your current score.

Should you successfully get
across Europe, conduct an
approach and release the bomb
you will be treated to a picture of
the dam with comments on
where you went wrong, if
indeed you did.

The main problem with
Dambusters is its playability.
The designers seem to have
tried to produce a flight
simulation with a game, but
neither aspect is particularly
brilliant. The simulation side of
things is good, with enough
controls but not much in e
way of ‘realism’ — the feeling of
flight is generated only by the
detail inside the plane rather
than from the external view, as
the effect of the dots as a
horizon is poor. This is
unfortunate, as the gameplay is
in fact the weaker element.
There is little variety in things to
shoot and avoid, and the appeal
of the ‘one crack” mission soon
palls due to the fact that it takes
time to fly across Europe to the
dam, ‘avoiding’ flak, barrage
balloons and fighters in the




rocess, only to become very
g‘ustrntnd and despondent
when you miss,  Still,
Dambusters is a ?nm:l try at
something new but fails to work
effectively because it tries to
cram too much into too little.’

US Gold’s attempt to recreate
Guy Gibson’s famous dam
bombing run has resulted in a
cross between a simulator and
an arcade game. It is difficult to
react %ur'ck#y to any enemy
attack because of the need to
switch screens to retaliate.
When you start, controlling the
plane can be a bit of a problem.
The game kept telling me that
turning and flying at low
altitude are incompatible’. This
meant my wing had been ripped
off! The bamg.r'ng run was the
most difficult of all — you need
toe contro! several factors at
once, all of them very easy to
bodge up. Dambusters is guite
enjoyable, though sometimes a
little dull. Some more action
would have improved it no end.”

Dambusters is a brave attempt
at a flight simulator/arcade
game, the only trouble being
that neither aspect of the game
is particularly good. There are
several really good options, like
the facility to practice a bomb
run, start in the air over the
English Channel or take off from
the ground, but the game itselfis
rather boring. | thought there
would be a lot more enemy
resistance to a raid which, if
completed successfully, would
be a major threat to German
domination in Europe. The
Lancaster is fairly easy to fly and
apart from crashing into the

ground there are no real
problems in staying aloft. The
only real tricky bit is actually
passing over the dam and
dropping the bomb on target.
During this part of the game,
aligning the Lancaster with the
dam is very difficult and fiddly,
This results in the whole thing
becoming wvery tedious —
reaching the dam is so easy but

failing to drop the bomb
successfully time after time
becomes a bore.’

| comments

Control keys: 0 — Pilot, W —
Front Gunner, E— Tail Gunner,
R — Bomb Aimer, Y — First
Engineer, U— Second Engineer,
| — Status, Damage Report and
Score, H— Pause, 1 — Down, Q
— Up, 8— Left, 0— Right,
Bottom Row — Fire

Joystick: Kempston, Sinclair,
Protek

Keyboard : responsive
Use of mm oor

Graphies: detailed instruments,
little else

Sound: average

Skill levels: three

Lives: one

Screens: eight

General rating: a playable flight
simulation and game

Use of computer 78%

Graphics 80%
Playability 73%
Getting started 79%
Addictive qualities 68%
Value for money 70%
Overall 75%

HALLEY'’S COMET

Producer: Eclipse
Memory required: 48k
Retail price: £6.95
Language: basic with
machine code star map
Author: Maurice Gavin
FRAS

Graeme (Grey Boots) Kidd tells
me that there has been some
sort of major disaster every time
Halley’s Comet has poked its
nose into our corner of the solar
system. | have every confidence
that Grey Boots is wrong but,
not being the sort to leave
anything to chance, | thought
that | should refer to Maurice
Gavin's latest work, Halley's
amet,

Halley's Comet is designed to
provide non-astronomer types
with a comprehensive and easy
to follow guide through this
forthcoming celestial visitation.
The opening menu lists eight
options. Option one plots the

path of the comet from 1948 to
2024 giving two perspectives.
The plot takes about four
minutes but it can be speeded
up. The second option does
much the same thing except this
time the scale of the map is
much larger, the plot is from
September 1984 to January
1987. The next three options
give information on the comet's
visibility. First, a graph of
aﬁparﬁ'nt magnitude  which
shows when the comet will be
visible and by what means it can
be viewed. For example,
between now and November
the comet can only be seen
through a telescope but from
January to May you can observe
it with the naked eye alone. If
you live in the Northern
hemisphere and want to know
for how long the comet will be
visible each night, then option
four will tell you, Eclipse haven't
forgotten t other CRASH
readers either, because option
five does the same as four,
except this time for viewers in

That observatory thingy is what you need if you can't wait
until November to see HALLEY'S COMET.

the Southern Hemisphere (and a
big hello to all CRASH readers
who live there).

The next options - produce
some wvery useful but often
complicated looking results. The
computer does not calculate the
data relating to the comet’s
position — instead it looks up a
table which results in a much
faster response. A complete list
of the the data can be called up
by option six, The data table
looks a little complicated
because it uses unfamiliar units.
RA stands for right ascension: in
simple terms you can think of
that as longitude on Earth.
Declanation s analogous with
Earth’s latitude. These units are
important for those of you with
observatories in the garden; all
that you need to do is to enter
the co-ordinates and it will be set
ready to let you observe the
comet,

For most of us — all we need
to do is to be able to locate the
comet by referring to the
patterns made by the stars — a
star map can be called up via
option seven. The star map
Emduces a detailed map of the

eavens marking the position of
the comet according to the
latitude, date and time that you
enter. Underneath the map itself

is a table giving the comet's
position in numeric terms and

iving it's apparent magnitude.
n a little box on the far right of
the screen is a diagram
depicting the view of the comet
in relation to the horizon. This
display is enlarged if you select
n&icn 3 which causes the
skymap to be produced on a full
screan.

| am not really that much of a
star fan but | will be trying very
hard to catch a glimpse of this
comet. What appeals to me
about Halley’s Comet is that |
can ask for a map that will help
me find the thing, as well as
work out the best time to watch.
The print out option is very
helpful: all of the screens can
produce a hard copy so you can
rush out into the garden and
work out just where to look. My
only serious gripe is that not

enough printed information
came with the program. |
mentioned this to Mr Gavin and
he assured me that more

information would be available
on request. If you do intend to
make the most of this visit then
buying this package could be
money well spent; after all you
have always got it for the next
time unless — of course — Grey
Boots is right.
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MERELY MANGRAMMVIERELY I/

aving moved away from London several years ago, primarily

to get away from crowds, | can never see any good reason why
| should have to endure the press of people at these computer
shows (much as | love you all of course}! So if | am forced to go, it's
ssible time and on the quietest da
I slipped unannounced into this year's Personal Computer World
Show to have a brief look around the stands to see if anything
interesting is on its way, and to see whether some promised
material was getting a pre-showing.

usually for the shortest

One thing that immediately
occurred to me was that despite
a general air of despondency in
the industry before this show,
the actual exhibition seemed
well attended by many software
houses with new games, utilities
and general doobries. What also
struck me was how many
software houses were showing
screens or videos because the

d better leave most of those
details to the news team. On
with the show

Our own Newsfield stand had
some interesting titles that
included finished versions of
Monty on the Run (available
from mid-October) for both
Spectrum and 64— the 64's
volume was up full and
reminded me of every Spectrum
owner's main complaint, the
quality of the music on the 64
versionisgreat... Wealsohada
well advanced version of
Gargoyle's latest, Marsport
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ﬁameﬁ are not yet finished! Still,

—————y

{available by the end of
September), firstof The Siege of
Earth trilogy, which I'm told by
Robin Candy, who was on the
Newsfield stand, caused a
considerable stir (I'll say no
maore, since Robin has
reviewed it in this issue),
hanks to Melbourne House we
also previewed Fighiting
Warrior, a game slated
incorrectly as ‘Way of the
Exploding FistIlI'—that game is
still in preparation. Fighting
Warrior's programmer was on
the stand to show people how to
play this martial arts with
swords game, and after a brief
look, | can say it looks very good.
Should be available soon.
Interestingly, lwas told that Way
of the Exploding Fist was
actually Enishad first for the
Spectrum, although it was the
64 version that came out first.
So what caught my jaundiced
eye? The e, just down the
stairs from the Newsfield stand,

. Thus

were showing finished versions
of their newestepic Fairlight. It's
a bit difficult to judge these
things at an exhibition, but the
graphics are certainly stunning
and I'll have 1o leave a
preliminary judgement to the
ubiquitous Robin Candy (who's
gone back to school today, thank
goodness — peace at last in the
office). After a few goes, he
announced that the game plays
ﬁr well too. The Edge also

ad their graphics utility The
Artist on show.

Activision's was a busy stand,
but the three new Spectrum
offerings were from a subsidiary
run by Rod Cousens called
Electric Dreams. Ant Attack
programmer Sandy White's
new game is a 3D graphics
adventure called /|, of the Mask,
The game isn't completed and
no one was saying much about it
apart from the fact that Sandy
has used ‘advanced three-
dimensional techniques’. It
looks extremely impressive,
with a small figure moving at
high speed through 3D building
shapes. At £9.95, the game will
be released in October. Riddler’s
Den is an arcade strategy game
featuring a man with a trunk for
a nose, possessed of four
pockets for carrying useful
objects about a maze. This will
be £7.95 when it comes out at
the end of the month. With
Winter Sports (£9.95, October),
we have another sports
simulation that includes nine
events related, naturally
enough, to snow. Perhaps
Activision’s biggest draw was
the astunishingﬂr compelling
Pet Person, notso much a game,
more a way of life, where you
have to keep a pet man and his
dog alive, well and happy in a
three-storey house fitted with all
mod cons. Sadly, it has to be
disk-driven, sowhile it may
appear on the Amstrad and is
almost ready for the 64, | doubt
we'll see it on the Spectrum.

Mice seemed to be the biggest
vogue this year (remember how
it was light pens not so long
ago?), and several for the
Spectrum were to be seen, but
the most impressive program |
saw attached to a mouse was
from OCP, whaose graphics
utility The Art Studio struck me
as being the most advanced yet
for the Spectrum. Itis just like
having Macpaint and Macdraw
on the Spectrum, and despite
having to cope with the obvious
drawbacks of the machine as
compared to Apple’s Macintosh
computer (1), you can do most
things with the program and the
results are impressive to say the
least. | was much amused to
watch people draw, paint and
airbrush moustaches and
sideboards onto a marvellously
digitised face of Sir Winston
Churchill, colour the bits in, rub
them out and rearrange them,
and all of it at fantastic speed.
Obviously the program will have
to rely on most people using the
keyboard, but | would say a

mouse makes this a highl
sophisticated program. Watch
out for more in (probably) the
next issue of CRASH

Orpheus were showing two
games, Tujab, a sort of space/
robot/save the universe game
(£8.95) which looks jolly, and a
very truncated animated screen
of theirmajor Christmas release,
The Young Ones. A bit difficult
to judge from that what it will be
like to play, but Orpheus’ John
Marshall is such a nutter that it
can only bode well . . .

Along the way from Orpheus,
and nestlin&next to the EMAP
stand, was Mark Cale's System 3
emporium where you could look
at some screen shots of
International Karate and admire
the muscles of breeze block-
bashing heroes on the hour,
every hour, orthe glistening.
oiled bodies of nearly nake
women, every hour on the half,
all accompanied by deafening
music, Looked fun— but
where’s the game Mark? (| have
since been told that a clothing
disaster happened at one
showing that led to a ban on the
women...)

Across the corner from PCW's
Soho, stood Martech's
impressive exhibit featuring
Geoff Capes — Strongman and
of course the Zoids. The Zoids
game isn’t finished, but a
marvellous video made by
Tomy, the Zoids manufacturers,
kept everyone delighted. Other
videos were to be seen
downstairs at the Beyond stand,
where Supernan is coming
together— and he looks pretty
super too, Sad news is that Mike
Singleton's Eye of the Moon has
been delayed until after
Christmas because Mike has
been snowed under with getting
his 64 game Quake Minus One
finished. Not a Daley Thompson
javelin throw from ond, |
came across the US Gold and
Ocean stands. More videos
here, with Rambo visible only
from clips of the film. Street
Hawk, much delayed too, was
not in evidence, but by the time
you read this it should finally be
out; and talkinglof Thompson,
his Super Test has just arrived

on my desk — of that, more next
month.




Firebird had Elite, now
finished, showing and once
again I'll leave the details to
Robin (Dangerous) Candy
elsewhere in this issue. Herbie
Wright from Firebird is well

leased to be able to announce

he Gang of Four— a quartet of
games due soon: Rasputin, a
multi-screen 3D game with
isometric graphics, Runestone,
Costa Capers and a whimsical
little number which will appear
under the name Gerry The
Germ. Gerry travels around the
human bagr in a slightly
different way — for instance in
the stomach scene, he rows a
boat across the digestive juices!
With the Silver range due fora
price cut (to £1.99) a new Super
Silver range is on its way from
the Firebird offices — ten titles in
all, but kicking off with
Thunderbirds, of Gerry and
Silvia Anderson fame, Willow
Pattern and Chimera,

Just along the way from the
Elitists, Melbourne House were
running a dark (and blessedly
cool) grotto showing their
Fighting Warrior and the graphic
‘adventure’ Terrormolinos.
There were also some ‘tasters’
including the follow up to The
Hobbit, Lord of the Rings (out in

December), and a comic cartoon
le game based on the
adventures of that ancient Gallic
hero Asterix. There was also a
follow up to Mugsy called

Mugsy's Revenge, featuring
similar animated comic strip
scenes to the original, with more

strategy and arcade sequences.
Mastertronic will be
expanding their budget range
with a new game from David
Jones, programmer of the
successful Finders Keepers.
DJ's latest is to be called
Spefibound. Two more
astertronic games are under
preparation, one of which has a
working title of One Man and His
Droid. Went to mow an asteroid,
presumably? On the budget
software front, Alligata's low-
price label Budgie has a quiz
game in the pipeline which
comes with questions on
General Knowledge, TV and
Music, Sport and Easy General
Knowledge. Plans are afoot to
release further data tapes,
ossibly over the telephone
ines via Micronet. Also expect
to see a showjuming simulation
from Alligata soon — they've
really gone to town on the
animation, as there are some
2B0 views of horses involved|
Finally, a brief glimpse at The
Secret Diary of Adrian Mole
programmed by Level 9
revealed that the game will
come in four parts, each part
being devoted to three months
of Adrian’s life. In all, the game
will include over 200K of text,
which makes it larger than Sue
Townshend's original book. Ms
Townshend has fully approved
the new material so Adrian fans
will be in for a treat quite soon ...

Amaong the items of general
interest that caught my eye,
Microvitec's talking tiger was
one of the most amusing; a
large graphic of a seated,
smiling tiger on a monitor

placed in a cage talked to
anyone who stopped to look.
Interactive indeed, because you
could talk to it, and it answered
and asked guestions of you.
Whatever it said, its mouth and
‘face’ reacted properly.

The massive, three-part Atari
stand featured a desk headed
Psygnosis with four screens on
it attached to the Atari ST, On
these screens you could see a

ame that looked remarkably
amiliar to glimpsed screens of
the (injfamous Bandersnatch.
Since the ex-Imagine
programmer Eugene Evans was
in evidence on the stand, telling
people about the game, my
curiosity was even further
aroused, as last | heard he was
supposed to be working on
Bandersnatch for Fireiron, the
company who at one time were
roducing the game for Sinclair
esearch.

| didn’t get over to the Argus
Press Software suite in a nearby
hotel, so | can’t say much about
their new releases which include
a follow up to Rupert and the
Toymaker’s Party and, under the
Quicksilva label, Schizofrenia, a
puzzle/arcade game featuring
Alphonse T. Nurd whose alter-
B?p has discovered the meaning
ot independence. Under the
Mind Games label, ASP are also
releasing The Evil Crown. Thisis

ol N BB BIN N e bih s

an attractive looking graphic
adventure with ﬁ%hting
gsequences set in Feudal
England. Its novelty lies in the
fact that you must fight to take
the evil crown and you can win
only if you are ruthless enough.
As the packaging says, 'If you're
fond of small cuddly toys —
FORGET IT!" Other news from
Arggs is that the Bug-Byte label
is being renovated to produce
games at what might be called
the mid-budget range (£4.95

probably). More news on this
front soon.

That just about wraps up my
quick, hectic and extremnely hot
visit to the show. Sorry to
CRASH readers who may have
hoped to see me on the stand —
you've got to be kidding!
besides which | had to rush back
ta help get this issue of CRASH
to the printers while all the
editorial team had a high old
time at the show . . .
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THAT WAS THE PCW SHOW,

THAT WAS!
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@®@Ben Stone models a ZZAP!
T Shirt and chats to a visitor,
while Roger Kean stays in the
background with Franco
Frey. 3&”{ Newman, the
Dragon of Mail Order rests
her weary feet (she's not
really that short!)

®Wasn't it just packed! As
everyone a , lots and
fots of people came to the
show, and at times it was im-
possible to move for the
crowds. Thank heavens it's
all over for another year.

® Before the dancing
stopped: one of the poses
struck on the SYSTEM 3
stand during the show which
kicked off with the words
‘Naughty But Nice’. Not nice
enough for the organisers,
who wanted the mock vio-
lence and whips (!) taken out
®Just three of the visitors
we had on the Newsfield
Stand. A trio of Platinum Pro-
ducers who came to London
to hand overthe first partsof
RAMBO and BEACH HEAD 2
to Ocean.




wurj; }f’m, Kidd and

in a discussion.
Cansyy {in the dark shirt)
refuses to be distracted by
the presence of a camera, as
does the short-haired Kidd.
Kean, on the other hand,
can‘t resist the temptation to
watch the birdie . . .

® Two of the SYSTEM 3
Dancers without their make-
up and costumes. . . . No, not
really. Our very own Denise
Roberts fsmmn
Queen) smiles whimsically
for the camera while Mail
Order ie (Carol Kinsey)
hides ind a plastic cup of
vino on the Newsfield Stand

Cor Ipute
took plac
andd

T

@ A long shot of the News-
field stand. ‘Now on Commo-
dore 64 and Amstrad’ said
little round sticker someane
put on the Stand Sign. How
true, how true . . .

The stand taken by System 3 at
the show was rather unusual, in
that it about half of it was a
stage. All the world came to see
a trio of scantily clad females go
through their dance routine—a
promotional stunt to draw
attention to the company's for-
thcoming release, Twister sub-
titled for some reason The
Mother of Harlots.

While the dancing certainly
attracted crowds and crowds to
the System 3 stand, as System 3
Supremo Mark Cale rather
expected, it also attracted the
attention of the show organisers
who threatened to turn off the
power to the stand if the nau-
ghty bits didn't cease forthwith.

On the trade days the shows
went ahead, but complaints
were laid with the organisers
who threatened to close down
the stand. Despite calling upon
Fleet Street photographers and
claiming that all that was being
offered was 'entertainment for
the kids', Mr Cale conceded the
point and withdrew his dancers.

Karate demonstrations cont-
inued on the stand, however,
with a veritable wall of building
blocks being destroyed during
the show to remind people that
International Karate is on its
way, and a bemuscled hunk of a
man was in permanent atten-
dance to promote the third
promised release from System 3
— American GI.

ACTIVISION
ACTION

Activision promised that the
stunning games Rescue on
Fractalus and Ballblfazer which
owners of Atari and Commo-
dore computers are getting so
excited about, will soon be
available for Spectrum owners.
There were no details of price or
similarities to the originals but
they should (with any luck) be
available by Christmas. Other

goodies the Activision mob
CRASH October 1985 19
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were frothing about included
Hacker, a game were you acc-
identally break into some large
mainframe whilst playing on
your computer and are greeted
with a simple ‘Logon Please’
leaving you entirely on your
own as to what to do next! "After
all,” said Activision, ‘it would
be like that if it happened in real
lifel” Wonder how they know
that?

Another promised release is
their latest graphic adventure,
Mindshadow which is dedicated
to Amnesiacs Anonymous. Still,
the game does have some very
interesting ideas in it and the
translation to the Spectrum
shouldn‘t do it any harm. One

ame Activision will not be

ringing out for the Spectrum
(at least in the forseeable future)
is The Great American Cross
Country Road Race. Well
frankly, with a roll—off—the—
tongue title like that, who can
blame them?

SANTA
SINCLAIR’'S
STOCKING
FILLERS

To see the Sinclair stand at
the show, you would be
excused from thinking they
didn't make the trusty Spec-
trum. Apart from the blurb
for the special Spectrum
pack Dixons will be handling
this Christmas, there was
nothing particularly new,
exciting or even hopeful
about the stand. Sinclair
wanted nothing to get in the
way of his new half price QL
offer. It looked as though he
was trying to forget about

the machine that really made

directors. Apparent

game!
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it for him — but in return it
looked as though the public
wanted to forget about him.
The Sinclair stand  just
wasn't the centre of attrac-
tion that it had been at pre-
vious shows. It appears that
no matter what he does
about the QL, people still
remember the damning
press the machine first rec-
eived. I this is Clive's
Christmas offering then the
company are really walking
on a tightrope!

Sir Clive arrived on the first
day of the show with Bill
Jeffrey, the new Chief
Executive of Sinclair
Research, but they both rem-
ained tight-lipped about the
the new 128K Spectrum,
pausing only to deny that it
would be available this year.

Fifteen year old Matthew Woodley receives his £25,000 rewsrd for
the successful completion of Domark's Eureka at the PCW Show.
Presenting the L’.‘hE?’UE are Dominic Wheatley and Mark Strachan,

_ _ y Matthew made several calls to the ansaphone
which waited for the winner— it wasn't until his third attempt that he
plucked up the courage to actually tell the thing he'd completed the

WAY OF THE EXPLODING AUSSIES

In the wake of another success with Way of the Exploding Fist,
Melbourne House revealed glimpses of their latest offerings at the
PCW show. The main attraction was their rather unimaginatively
titled Fighting Warrior, which uses ancient Egypt rather than the
mysterious Far East as the setting for arcade aggro. Steve Cargill, the
programmer responsible, apparently produced a specially easy
version for demonstration on the Melbourne House stand — so
anyone who managed to play the game through at the show is in for
a surprise when the finished version hits the streets!

You are an Egyptian warrior on a quest to free a princess, and have
to ﬂght yourway across a horizontally scrolling landscape, defeating
hordes of devils and demons who are intent on preventing you from
ever achieving marital bliss. Looks promising!

Melbourne House were also running the animated film version
of Lord of the Rings as promotion for their up—coming sequel to The
Hobbit. There was plenty of excited sales pitch offered on this game
and it does sound very interesting, but we've yet to see anything . . .
One new program we did manage to have a quick preview of was
Asterix, based on the phenomenally successful cartoon series of the
same name. With cartoon characters wandering around on a 3D
screen, it looks as though once again, the good old Spectrum has
been pushed to the limits — but as to what it's about? Well, nobody
would say, actually . .,

® Steve Cgl;_gm relaxes with a drink on the Newsfield stand

viding us with a copy of his latest program FIGHTING
WARRIOR. Th'g fellow has the same taste

in the Psychedelic Chemise, John Minson. Are we missing

shirts as Our Man

some fashion hints up here in Ludlow?

STATISTICS TIME

Mintel Publications, the market research people have come up
with some interesting figures for the future of home computer and
video console games.

Video consoles and games made about £25 million last year,
about half their 1982 sales peak, and this year the figure will only be
about £16 million according to the Mintel forecasters. However, it's a
different story for the home computer games market, valued at
around £100 million. In 1980 about a million units were sold and by
the end of this year, Mintel estimates another seventeen million
units will sell. Even so, they expect the phenomenal market growth
witnessed to date will reach a peak before long. The outlook
suggests fewer software companies which implies market stability.

_On the hardware front, the prediction is that more people will buy
disk drives and bigger machines to cope with new software.
Apparently, wide audiences are expected for the games and
entertainment programs, due to the rise in unemployment.

So there you are, it's all in black and white. And if you want the full
report, Leisure Iritelfigence, Video and Computer Games is available
from Mintel Publications for £125 a single issue, or you could
subscribe for £420 per annum . ..
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LETASET

Producer: Eclipse

Software

Retail price £4.95

Letaset 5 a rather
unimpressively packed,

alternative character set library,
usable on either the 16 or 48K
Spectrum. What you get for your
hard earned pennies is a
standard cassette box adorned

with a well below standard
COVEr slip. {1 realise
manufacturers adore unusual

resentations for their software

ut really, this cover is awful). It
may be that Eclipse software are
keeping the price low by cutting
their overheads, but | find it hard
to imagine a more miserable
COver.

Unfortunately, this mega-
cheap approach is also used on
the instruction booklet. It is
poorly presented and not
particularly easy to read
lalthough admittedly, I've seen
worse). The actual explanations
for use of the utility offer little
help to the uninitiated, but
patience should reward those
who struggle on. ‘So when will
he stop r:pr'ng and tell us what
it's alf about?” Good point, that.
Okay then.

The idea is that you can load

THE FABULOUS
CASSET

’

N

{

up the Letaset program (with or
without a demonstration mode)
and all the different founts (ie
text styles) stay hidden high up
in memory, ready to be used as
and when you want them. You
call up the relevant fount by use
of a poke, so there's no problem
using them to brighten the
presentation of a BASIC
Emgram. In fact, that's likely to

e the main use of Letasef,
however | shall discuss such
things shorthy.

The tape loaded without too
many problems (| was using a
slightly unfamiliar setup and the
corruption errors encountered
could have been because of
errors on my part). When the
program had loaded it went
straight into a demo routine
which displayed each of the
eighteen character sets in upper
and lower case, two at a time.

These are the founts you get;
boldxz; italic; compact; knight;
Eumfﬁ; ghost; logo; script (1 and

); futura; sh ; sey (I
can't tell whether or not that is a
deliberate error); roman (1 and
2); stencil; dragon; rocket and
CUTsor.

It was on seeing not just the
number of founts, but also their
high quality that the program
did begin to seem more
impressive than its poor
packaging had suggested. Apart
from being very clear on the

screen, dumps to both an
Alphacom and Sinclair printer
vielded excellent results. The
character sets, as some of their
names suggests are very varied
and anybody using the utility
should be able to find a style to
suit any context.

As | mentioned earlier, the
main use of Letaset would be 1o
brighten u self  written
software, perhaps a database or
even a home made word

rocessor, Unfortunately,

ause of the nature of the
program, its authors cannot
guarantee that it will work with
commercially produced
software, so one of Letaset's
best hypothetical uses, say in
Tasword, is unlikely to be
successful in practice. It is
possible to do screen saves and
dumps, however, so some very
quaint ‘one offs" could be
created with only the barest
essentials of programming
knowledge. Having criticised the
manual for its presentation, its
author must have certainly had
some imagination. There are
various ‘'useful' suggestions
made as to how to get the best
out of your Letaset. The most
ambitious of these is the idea
that by using a random pattern
generator listed in the manual
and overprinting it with various
legible characters, you can
create tickets or vouchers which

Spectrum 16k/48k or +

*Incredibly frustrating!’ - that's the verdict on
Cassette-50's FROGGER. Satisfied users tell
us it's one of the most challenging you'll find
- it's almost as good as the srcade version!
CARGO has you trying desparately to
complete your halicopter mission under
attack. Plus 48 other tactical, logical and
adventure games featuring multi-coloured and
user-defined graphics, scrolling and full use of
the Spectrum sound capabilities.

are ‘virtually
counterfeit.”

Hmmmm. Maybe.. ..

All this talk of pretty patterns
is very imaginative and good for
the soul, but if used for little else,
the program would soon be
boring. Anyway, more variety
could be gained by writing such
a program from scratch, without
any appreciable increase in
difficulty. Perhaps Eclipse were
being a little optimistic with
some of their hopes for Letaset.

Just when | thought it was
safe to come to some
conclusions about the program,
| discovered there was more to
Letaset than | had anticipated.
Side two of the cassette contains
a modification program which
allows character sets to be
squashed, stretched, enlarged
or any mixture of contortions
you can imagine. The largest
you are allowed to have a
character is one full screen
(3222) or alternatively 22 by 64
displays are possible when the
character sets are at maximum
reduction. These modifications
to the size of the text, do
increase the possibilities for
‘domestic’ use.

There are afew miscellaneous
points which work to Lefasel's
advantage. First of all, no matter
what fount or display type you
choose, there is no restriction on
the use of colour. Again this will

impossible to

~

1. Mumschar 18. Ski Run 16. Draggold

2. Ski Jump 19. Tenks 17. Space Search
3. Baskatbadl 0. Salar Ship 36, Inferna

4. Frogger 21, Ten Pims 19, Nim

5. Broakoul 11. Cann 40, Voyaga

6. Crusher 21. Stomper A1, Sketch Pad

1. Startrek 24 Pinkall 2. Blitz

B, Martian 15. Cavarn 41 Fishing Mizsion

Knackout 26, Lonmr a4, Myatical

9. Bogples 1. Alien Diamonds
0. Alisn Arteck 28, Cargs 45, Galary Delence
11. Lunar Landing 29, The Asca 46 Cyphar
12. Mare Ester 0. The Skull 47, Jetmobile
13. Microirap 3. Debit A8, Barrel Jump
14. Maotorway 32. Mumch 45, Aviacher
15 Labyrinth 1. Bowls 5. Spacea Mission
16. Skittles 14, Rnidera

I17. Race Track 15, Field

P e
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make screen displays more
attractive although, of course,
the effect will be irrelevant if you
are -:Jni\rr dumping to one of the
thermal printers. Secondly, the
programmers have redefined so
of the previously ‘redundant’
characters from the Spectrum's
keyboard to create the symbol of
a dragon and & damsel's facial
Erofile! Okay it's totally useless

ut quite amusing nonetheless.

Despite the poor production
and presentation, this was a
simple utility which | found easy
to use once | got going. I'm not
too certain of its practical uses

Producer: Insight
Memory required: 48k
Retail price: £7.95
Language: machine code
Author: the Insight team

In days long gone by there used
to be an arcade game called
‘Star Firebirds'. It was a very
‘hip' game to be good at and
came to be one of the cheaper
ways of becoming a super hero
because you didn't have to
spend a fortune learning how to
play it. Star Firebirds is a one or
two player game based on that
once popular arcade game,

If you think back you will
probably remember the format;
you are in control of a little space
craft weaving your way through
space when you are persistently
pestered by wave after wave of
weird and aggressive bird-like
space ships. e basic idea is
that you move your craft left or
right dodging the onslaught of
missiles while at the same time
firing like crazy in order to
reduce the enemy’s ranks a little.
If at any time you find yourself in
rather a tight spot there is a
‘chicken switch’ which allows
you to warp out to the top of the
screen to appear again at the
bottomn. Very useful, but you
only get one opportunity to do
that on each wave.

The speed at which the game
starts depends on which of the
five levels you select, and you
can choose a one or two player
game. The number of enamy
ships in each attack wave is set
at 50. During a battle the number
of ships that remain to be
destroyed is shown at the top of
the screen, underneath the
number of lives remaining to
you. The current score for each
player is given at the top left and
right of the screen respectively.
Each successive wave will be
harder and, as the screen scrolls
faster and the speed of the
enemy ships increases, staying
alive becomes just that little bit
more difficult. ||t‘5 at the higher
levels that the large bombs
become a real problem — they
descend from the top of the
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outside that of providing
interesting title screens for
programs but nevertheless,

some of the possibilities did
intrigue me. The real saving
grace of Letaset is that it really i
a time saver. This is all a utility
can ever ultimately attempt to
be. Incidentally, the authors
have allowed the use of Letaset
in commercially produced work,
s0 long as the correct credits are
visible on the finished product.
That will always encourage the
adventurous.

Sean Masterson

STAR FIREBIRDS

screen and make their way
towards you. If you can, it's best
to hit them before they explode
and spray the bottom line with
shrapnel — which they will do
even if you score a hit, but at
least you will get some points
for your trouble, The points
depend on how far away the
bomb is when you hit it: 50if it's
right at the top, 200 if it's nearly
down your throat.

After the first wave you get a
chance to re-shape the Firebird
itself. It appears at the top of the
screen and makes a bee line for
you. Ifyou let it get close enough
it will start spraying you with
missiles. Dastroying it is a little
difficult because you really do
have to hit it quite a few times
before it does the honours and
turns into a ball of flame; never
fear though, true to legend it will
return to pester you for the next
wave. The rate at which the
space craft move is governed by
the level you are on, but the rate
at which a bomb comes at you
can and does switch between
three speeds. Also, the number
of missiles fired by the Firebird
is likewise variable.

Finally, if you manage to end
up with a reasonable score you
could have a little fun cracking
the secret messages hidden in
the high score table. ..

 camicism 4

@l kn;w it's an old al;:'lekhmi
enjoyed it anyway. | think it's
fair to say that it ;5 rather easy
and :J the time you have
cracked the higher levels you
could start to lose interest. #1
graphics are guite good, the
movement of the space craft is
smooth and quite fun to watch,
My only gripe is the price. £7.95
is an above average price for a
game of this sort. However, if
rou liked the arcade game and
ancy a very straight-forward
arcade shoot em up then you
could certainly do worse than
buy this.”

@’/ am afraid that this is another
variant out of the lefttright and
fire mould. There isn't a great

e
e

L)

.q.'ﬁ

.'I',..‘

deal of variation in the game— it
just gets faster as you move
frorn one fevel to another. It's
clearly a copy of an old arcade
game that was making the
rounds years ago, so in that
respect this is not an original
game. At first | did find the game
challenging at the higher levels,
but once ! had sussed the
patterns of the enemy attacks |
began to lose interest, | liked the
loading screen which has a
pretty neat counter telfling you
how many K of code remain to
be loaded.’

®'Space Firebirds is a
conversion of the arcade game
of the same name. It is a very
good copy of the arcade original
but it looks very dated now. The
graphics are adequate but they
are not likely to make you jump
up and down with glee. As shoot
em uEs go, this is guite a good
one though it is not on par with
Moon Cresta. Space Firebirds is
extremely playable but you are
unlikely to return to it often.
What really lets it down is the
£7.95 price tag. If it was a budget

game | wuuﬁracummand it but
:t is just too dear at the moment.

m:ﬂ‘.‘i

&5 insiant

If you like shoot em ups then
consider this game otherwise it
is a bit boring.

| COMMENTS

Control keys: definable,
excluding space, symbol shift
and caps shift keys

Joystick: Kempston, cursor type
and Sinclair

Keyboard play: very responsive
Use of colour: well used but a
few attribute problems
Graphics: very good and quite
smooth

Sound: very little during the war
but it plays a very good tune
Skill levels: 5

Screens: one scrolling, 64 attack
waves

General rating: dated, but a

good game

Use of computer 78%
Graphics 67%
Playability 84%
Getting started 75%
Addictive qualities 65%
Value for money 43%
Overall 73%

E\‘mﬂrmd Just bacause you can zap a STAR
D or three doesn 't mean you're a hero




HACKER

You've stumbled into an
unknown computer system.

Now what?

“Logon”.

One word appears on your screen.

What do you do now?

You don’t know the password. You don’t even know what computer system

you've hacked into. But you do know that you must find out more.

There are no instructions. No rules. No clues.

You're completely on your own. —

You've found your way in. But is there a way out? .
D 1 n e s oosn L i, St T Soscicun rtmite, Mynsirac 404 Castuts

From selected branches of Boots, WH Smith. John Manzie Lasky's, Spectrum, Greans. Woolworth, Litthewoods and qgood computer softwans stores evenywhers
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ROCK-
FORD’S
RIOT

Producer: Monolith
Memory required: 48K
Retail Price: £9.95
Language: machine code
Authar: Peter Liepa and
Chris Gray

In issue 12 CRASH carried a
review of Boulder Dash market-
ed by a K-Tel company, Front
Runner. The rights to the game
are owned by an American soft-
ware house, First Star, which
designed the game for the Atari.
Mow that K-tel and Front runner
are no longer part of the soft-
ware scene, Monalith (owned by
Beyond) were able to get the UK

Spectrum and Commodore
licences. Monolith's package
includes the original game,

Boulder Dash,and features a
sequel— Rockford's Riot.

In both games, you control
Rockford, a cute little character,
who is trapped in a collection of
sixteen caverns which he must
work his way through sequent-
ially. To progress fram one cave
toanother you have to collect a
number of diamonds; how
many varies from cave to cave,
but on some you could find
yourself looking for up to 75
diamonds. There's also a differ-
ent time limit for each cave. Run
out of time and you lose a life.

The caves are about three
screens large and are presented
in a scrolling format. Rockford
can move left, right, up, and
down. Whenever ?IE nears the
edge of the screen another
section of the cave scrolls into
view. The caves are made up
from three basic building
blocks; earth, boulders and
diamonds. Earth is eaten away
as Rockford moves through it,
leaving empty space in his wake.
When earth-supporting bould-
ers or diamonds is removed,
they fall down, making things

otentially dangerous for Rock-
ord.

Once you've collected the set
amount of diamonds from a
cave _Fau need to search for an
exit. This can be quite tricky as
it's relatively easy to get cut off
from your escape route after
moving the boulders about. If
ggu escape, you will get a

nus, which depends on the
time you have remaining. As
you progress through the caves
things get harder as new factors
are introduced.

In some of the later screens
you have to transform dia-
monds into butterflies. One cave
contains no diamonds at all: just
one expanding amoeba which
you must encapsulate in rock,
whereupon it turns into a pile of
diamonds which also need to be
encased in rock. If you leave the
amoeba for too long it changes
into hundreds of boulders which
are likely to squash you.

The game doesn't have to be
started at screen A — you can
be%in from every fourth cave: A,

and M. if you manage to
complete four consecutive
caves a bonus screen is awarded
along with achance to solve a
little puzzle and gain an extra
life. Lives arealso awarded for
every five hundred points. Five
skill levels are included which
affect the cave structures and
the time allowed.

Rockford's Riot is very much a
sequel to Boulder Dash. All of
the old features are here but
arranged in a different way to
ﬁresem a new challenge. Riot

as sixteen new screens and
two new features that are not in
Boulder Dash. An expanding
wall gives you a very nasty time
in one of the caves when you
clear the earth away from
around it. Water is found in two
caves — while it isn't dangerous
you can take advantage of its
supportive qualities.

| criTicism

@ '| expected Rockford’s Riot to
be a step forward from Soulder
Dash, but it's really just a step
sideways. Admittedly, there a
few new features, I:ut for all

IMPORTANT CHANGE!!!

After more than a year of
mamtammg the CRASH
. m“ The
ang rtanta tion.
DVEHDE. rating is no longer
calculated as a strict average
of the previous 6
Now each reviewer is indep-
endently allowed to ]ud:ga
rhn Dvarall worth of a gam
separate rating. We
hﬂpa this will help overcome
some of the inconsistencies
wl'lini't readers have noted in

the past.

HOW THE RATINGS WORK

C now a mrate and distinet

OVERALL PERCENTAGE is

rating. ratings are an
waraqa of three reviewers’
opinions.
mm— awaste of time
3140% — generally poor but

mewm

ﬂ—mmlﬂuwmﬂ

warrdaﬁﬂm.
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Bathtime for ROCKFORD, not an occasion the little chap
looks forward to; get him out but don’t let him get batterad

with a boulder
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s his foot impatiently waiting to begin his
expedition into the unknown;

wonder l‘rh gets a bald spot holding up those boulders?

intents and purposes Rockfords
Riot is a souped-up Boulder
Dash. The program still has its
ood points. Bow/der Dash
anatics will love Rockfords Riot
and it's extremely good value
for those who never bought the
original, thanks to the B side.
But | must admit that | would be
disappointed and feel slightly
cheated if I'd bought Boulder
Dash in the past and had just
purchased FRockfords  Riot
expecting an exciting follow up.
The B side wuuld only make
things worse.”

® ‘Spectrurn Boulder Dash was
a very good conversion from the
Commodore, retaining all the
playability of the original,
despite the poor scrolling. Rock-
ford's Riot is as good a trans-
lation as its predecessor in that it
follows the B4 version closely.
The thing is, the new screens
aren't particularly innovative
and  was sormewhat disappoint-
ed to see hittle in the way of new
adversaries. This is still a very
enjoyable game to play but |
would have appreciated some-
thing more than a simple re-
working of the theme.

® 'Having played and enjoyed
Boulder Dash immensealy
llooked forward to getting hold
of Rockford's Riot. After loading
the latest offering from Manolith
| found that while being a good
game, Riot offers little more
than some extra caverns for
Boulder Dash without any

g;aphmal improvements. It is a
n game to play which can keep
you addicted for hours and
hours, but once all the good
routes have been learnt it be-
comes very boring and repet-
itive. £9.95 seems a bit steep, but
E)vu do get Boulder Dash with it.
erall it's a good game but if
ou have already got Boulder
ash then it isnt very good
value for money.’

\ comments 4

Control Keys: left M, X, 5; right
Symbol Shift,C, 8; upE, Q,7;
downF. K, 6; fireN,V,B,0: Qto
Joystick. all foystick

oystick: all joysticks
Keyboard play: very responsive
Use of Colour: very simple
Graphies: not over detailed, but
still good
Sound: very good
Skill levels: five
Screens: 16
General rating: very addictive
but the % me is getting a little
long inthe tooth. Above average
nevertheless

Use of computer: 75%
Graphics 85%
Playability 92%
Getting started 89%
Addictive qualities 87%
Value for money 90%
Overall 84%




48K SINCLAIR ZX SPECTRUM

“NIGHTSHADE" recommended retail price £9.95 inc VAT.
Available from W.H.SMITHS, BOOTS, J.MENZIES, WOOLWORTHS
and all good software retail outlets. Also available from ,
ULTIMATE PLAY THE GAME, The Green, Ashby-de-la-Zouch, Leicestershire LE6 5JU
(P&P are included) Tel: 0530 411485
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BOUNTY
BOB

Producer: US Gold
Memory required: 48K
Retail price: £7.95
Language: machine code
Author: Tim Miller

Bounty Bob originally appeared
on the Commodore 64 and Atari
and is a follow up to another 64/
Atari game, Miner 204%'er, the
first ever platform game. In case

ou haven't seen Miner 2049'er
that's where Man/ic Miner came
| from) here's a quick history.

Miner 204%°%er is set in the
mines of Yukon Yohan, an evil
swine who has dumped radio-
active waste in the caverns and
turned all the little furry
creatures who stored their food
there into horrible, marauding
mutants. The idea is to enter the
caves, steal all the radioactive
stuff (whilst dodging the mut-
ants) and escape. Bounty Bob is
set in the same mines and the
plot is pretty similar, although
this time Yukon Yohan has left
some odd bits of machinery
lying around the mines, which
occupy & total of twenty five
SCreens.

Control, although being for a
standard left/right up/down
ladders and jump game, has a
novel touch — a variable jump-
| ing distance. To make a short

jump, leap straight up in the air
and wait until gob’s almost at
the peak of his travel before
pressing the left or right key. To
make a long jump, press the dir-
ection key as soon as you press
jump. This, although it takes a
while to get used to, is an excel-
lent control method, allowing
yvou to do some pixel perfect
jJumps.

Az you walk along a platform
it changes colour. To complete a
screen, you have to change the
colour of all the platform floors
| before the time limit runs out.
The difficulty level you choose at
the start of the game determines
how much time you are allowed
for each screen, and as you
move round a digital counter at
the top of the screen remorse-
lessly reduces your remaining
moments. Progress is impeded
by loads of deadly mutants
trundling about the platforms.
One touch from a mutant kills
you, and you have to either
dodge or kill themn.

To murder mutants you need
to collect one of the items litter-
ed about the screen and this
adds points to your score, All the
mutants turmm green when you
pick an object up, and a green
mutant dies when you run into
it. After a while they'll flash a
couple of times and return to
their normal, deadly selves.
There are usually quite a few of
these objects littered about the
screen, all of them everyday
things like radios, coffee pots
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and candelabras, but they have
to be used quite sparingly since
getting from one mutant to
another usually takes a while,

If you lose a life on a screen
you are reincarnated, as are the
objects — but the mutants you
managed to kill stay dead. And
vou don't have to re-walk the
parts of the platform you cover-
ed before meeting your end,
which makes life that bit easier.

On some screens there are
devices to help you travel to the
more inaccessible platforms.
These vary from conventional
lifts to the more exotic matter
transference beams that tele-
transport you from point to
another. Look out for the 'super
energy food bars' — if you eat
ongé you speed up and your
i_umpir:g power increases by a
factor of three, allowing you to
jump huge gaps between plat-
forms. Very handy indeed!

Slides connect some plat-
forms, and when you step onto
the top of a slide you go tumb-
ling down the chute. Before yvou
descend to a lower platform,
take a good look at what's below
you — sometimes there's a
rampaging mutant at the bot-
tom and it doesn't do you much
?uud landing on it if it's not

lashing!

Within the game there are
special codes and warps which
allow you to start from different
levels. These are revealed as
part of 'secret messages’ which
pop up when you solve certain
screens, starting with screen
four.

When you get a top ten high
SCOre you can enter your name
by bulldozing your initials onto a
maoving conveyor belt. Once you
do s0 a load of birds fly on
screen, pick them up and depos-
it them on the high score board.
If the tenth score is beaten then
it'll be dropped on the floor, bull-

= FEFLadyroom
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dozed into a square and booted
off the screen by Yukon Yohan
himself,

The menu screen allows you
to choose different skill levels
and the number of lives and you
can control a number of other
variables, giving the game far
more vanation than vyou'd
expect from a run-of-the-mill
platform game.

| crimicism 4

@ This is a really fabulous plat-
form game. | first saw it on the
Atari in April, and then on the
Commodore and was subsequ-
ently hooked. It's survived the
transition to the Spectrum very
well, and apart from the usual
drop in grq:hinal and sonical
qualities has the same brilliant
r.ahilitv. The game has some

ly original touches, making
n to play and a real toughie
to solve. The game is a classic
and shows that you can't beat a
good ol platform game.”

la
i
it

® ‘Bounty Bob Strikes Back was,
and indeed is, one of my all time
favourite Commodore games. It
isn't one that | thought would
translate to the Spectrum too
well, but I'm glad to say I've
been proved wrong. The graph-
ics have been reproduced as
near perfect as is possible on the
Spectrum and the game is as
playable as ever. This is a
refreshingly original wvariation
on the platform theme and one
that shouldn't be ignored by
anyone seeking a complete col-
lection of classic games.'

® 'There seem to be many plat-
form-type games on the market;
quite a number are copies of
arcade games, others are orig-
inal. In both sectors there are
good and bad games. Thisoneis
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a huge improvement on its pre-
decessor — MINER 2049er. The
screen is well laid out, and un-
cluttered, although there is

lenty going on. It is ages since |

ave seen a platform game with
such complexity and with so
many screens, each demanding

| @ different skill factor. Each
screen is also a definite prog-
ression through the game,

Sound is well used, with some
nice tunes now and again.
Graphics are well drawn, but
there is some flicker, such as on
the lifts. | don't think that this
spoiis the playability. One of the
more complex platform games
around, this one could go down
well with platform game freaks.’

| comments

Control Iteas: 0/6 left, P/7 right,
Z/0 jump, (/9 to enter trans-
poriers etc

Joystick: Kempston, cursor and
Interface 2

Keyboard play: good, pity you
can't define the keys

Use of colour: above average
Graphics: pretty neat, but there
is some flicker

Sound: nice tunes and sound
effects

Skill levels: 4

Screens: 25

General rating: a good platform
game which combines a lot of
extra facilities

Use of computer: 82%
Graphics 74%
Playability 83%
Getting started 80%
Addictive qualities 82%
Value for money 75%
Overall 85%
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Become a master of this mysterious ancient art: progress from
novice to Tenth Dan and test your strength and discipline. You can
control your character with either joystick or keyboard - 18
differentmanoeuvresincluding blocks, flying kicks, leg sweeps,
roundhouse and even somersaults!

Challenge the computer, facing opponents of progressively
greaterskill, orcompete with a friend. THE WAY OF THE EXPLODING
FIST has it all - addictive competitive action, dazzling graphic
animation and sound. The wait is aver - you are about to face the
challenge of alifetime! “Spectacular, startlingly original epic,
most televisual game | have encountered.- Daily Mail.

"Quite simply the best progm:q.“ - Popular Computing Weekly

kéThe graphics made

my eyes pop out.
Fantastic sound

effects, state of the
j [L art animation and

brilliant game play.
One of those games that
you can get out time and

time again.”
ZZAP

kEBrilliantly designed and
animated. The sound and
brilliant music adds to the
realism with pre-punch
grunts and thwacks as you
hit the ground.’’

COMMODORE HORIZONS

EEMelbourne House'’s Fist
is the most realistic and
enjoyable computer

combat games yet.7)
YOUR COMPUTER

kkTruly spectacular,
superb animation. One of

the best games.’)
COMMODORE USER

ELA blockbusterin all

senses of the word. The
graphics are justright, the
sound is great too. Quite
simply the best program

I've seen.’)
POPULAR COMPUTING WEEKLY

kkSpectacularly startling
original epic. One of the
most ‘televisual’ games

I've encountered.”
DAILY MAIL

kkThe graphics and
sound are terrific and the
only thing that stops this
game short of total realism
is blood.)

ZZAP



Sproing, Leap Cavort goes Dan
as he leap from ledge to plat-
form and back again in the craz
house looking for sticks of
with which to rescue the love of
his life. The game has to be one
of the best looking, most tune-
ful platform games around at
the moment. Just for you,
MIRRORSOFT have agr to
offer fifty copies as prizes.

Leap out of your comfy chair,
Sproing across the room and
Jump to it. The Dynamite Dan
Wordsquare needs snlvini. Sort
our where the words are hiding
(and this particular wordsquare
has been devised in a secret,
dark corner of CRASH Towers
well away from the evil infl-
uence of that mob of yobs on
ZZAP! so there's been no infilt-
ration) then whizz off the sol-
ution.

—h

After you've scampered down
to the Post Office to send your
lovingly completed Wordsquare
to Dan Comp, PO Box 10,
Ludlow, Shropshire, SY8 1DB,
there’s little left to do but have a
little rest and then start exer-
cising your joystick arm and
keyboard fin . There really is
no reason y YOU shouldn’t
win a prize you know. And if you
do ¥ou need to be in peak phys-
ical ?urm to play the game, don't
you

Now there's an idea. | could
make a fortune and retire to the
Bahamas, never having to sort
competition entries again. All
I've got to do is put my mind to
making a special workout
course. Make an LP or tape, with
nice boppy tunes and croon
instructions over the sound-
track in a reassuring, non-
sweat-inducing wvoice. The
COMPETITION MINION
Workout. Eat your leotard,
Jayne Fondue. This one could
make me rich.

Ready? Sitting nice and comf-
ortably and ready to work out
c:;rmg:u.rer gameplayers? OK,
Firebutton finger first. Let's
warm up. Raise that index finger
Loance. . . twice. .. three times.
A And repeat the sequence
again . . . one. two three. And
again, one, two three.

GHT. Let's go for the SNOOZE.
Feel those waves of tiredness
oozing through you muscles
Feelszzzzz, 2 Lz Zrz Iz
LIZEFIIZ

-z

N~ TENEEN %
MIRRORSOFT certainly jumped into the platform market with a well timed (and well-
programmed) leap. Wallop! DYNAMITE DAN arrived in the CRASH offices. Thud! went
Jeremy’s Cheese Sarnie as the game loaded up. Wow! went everyone in the office except
Poddie, Jeremy's dog who left off watering the rubber plant and went ‘Wuff'. (It has to be a

rubber plant — round here a Swiss Cheese plant would probably end up in someone's
sandwiches.)
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DYNAMITE DAN WORDSQUARE
I Find the following words in the square below:
i DYNAMITE AIRSHIP I
i DAN CRASH
MIRRORSOFT  SMASH |
b PLATFORM  SAFE
I JUMP MANSION I
ILMUSGEEWESHHTG l
|l yYSLAHNY I FSBEND
| NAHFIHACARFTFE I
SMLEIRGMNETSHEF
|l ATRHMWSCS I EROT
HREOUJMHDTRUA I I
ISHBLFENDISNAMH
| COALATNMYPVRRUJ I
MRPJUYAROMOTODS
|l csaANFNDLHUGNME
| FOSSYIAYPJFLAC I
EFUDHOANNLMSS SL
| PTOSONRSDADNH I l
|
NAME ..o I
R R R R I
RN R |G
| ‘

----------------------------------------------

SLOMO SPEED CONTROLLER _/

SLOW MOTION AND FREEZE FRAME FOR
THE SPECTRUM, CBM 64 AND BBC.

Fully variable control from normal speed down

to virtual standstill + instant freeze

% Highergames scores and improved skills

% Invaluable programming aid for de-bugging, i
pin _,mfn.';'n;gprnﬁem areas eic. £14.95"

* wmpmgf mfurbeduuﬁzcag B9, \Wihcable andt comnector for

_ Ay easy fitling directly into the
machine tool control applications. stc. computer. {state wivch model)

RESET BUTTON & EXTENDER

Resets the syster GENTLY without loss of
power to the computer or peripherals.

Safe recovery from microdrive crashes and
easy exil from programs or games.

Allows all peripherals to be securely attached to the Spectrum + &
eliminates need to solder reset connections on the + Upgrade.

o FLIGHTLINK
% Microswitched; very
* light positive action.
Dual independent fire

£9.95 buttons

QUICKSHOT I

Popular joystick
with two fire

TWO NEW INTERFACES FOR THE SPECTRUM, WITH

NIDD VALLEY'S SLOW MOTION CONTROL BUILT IN
Both with cn/odf button and LED lo indicate
slow motion and fitted with through extender, [N

SPECTRUM PACESETTER

Kempston compatible with slow motion
control bullt in, and through extender.

Pacesetter interface £14 .95

SEEGAL DEAL!

Pacesetter with joystick 222/"30

SPECTRUM PROGRAMMABLE
PACESETTER

Easy to program — enables ALL games

to be played with joystick and speed

control by placing the control keys into

the interface’s 1K memory.

Keeps a record of your games so you

only have to prgram once for each game.

Compatible with microdrive and all

popular joysticks,

Supplied with software and instructions.

Programmable Pacesetier £29.95

SERGAL DRAL!

Programmable with joystick 25 3430
M KC INTERFACE

A good quality Kempston compatible interface suitable for all
popular joysticks. Supplied with or without through extender

S KC S
SR ED0B @ unKC. . s be
PRAL DAL PR AL

Interface and joystick 27790 Interface and joystick  Z/-90
ORDERING INFORMATION

SLOMO - please specify for which computer required,

SPECIAL — prices apply either to Quickshot Il or Flightlink
Joystick — please specify which type.

Prices include VAT and postage. To order send cheque or P.0O. payable to Midd
Valley Micro Products Lid., to the address shown below (ro stamp needed). Please

allow 14 days for delivery — we to not bank your chegue until da of despatch
MONEY B GUAHA.HTEEFHDTCOKETEHBA ED

NIDD VALLEY MICRO PRODUCTS LTD

Dept CR 1085 FREEPOST, KNARESBOROUGH, N.YORKS. HGSBYZ
Telephone: Harrogate (0423) 864488
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OMNE OF THE more recent
developments in software has
been the ‘American Invasion’.
Just when we Brits thought we
had it sewn up with our Manic
Miners and Technician Teds the
Yanks were coming. Only that
invasion never really seemed to
happen as time and time again
the trans-Atlantic threats
revealed themselves to be shoot
em ups that were two years out
of date.

Activision intend to change all
that. Sure, they were
responsible for the frantic
blaster River Raid and the
caverns and ladders Piifall I but
as their President, Greg
Fischbach, admits, those games
are old, but they're classics.

‘Activision’s approach is to
move the state of the industry.
You can only have so many
platform games. Yes, you can
revisit them or have them as part
of anothar game, but to repeat
doesn't ﬂdlg value for the
consumer.’ Which has led to
Activision refining some older
ideas to look and sound better
on one hand while on the other,
developing totally original
ideas. There was Zenyi, for
instance, a love it or hate it
attempt to do Zen and the art of
computer gaming. ‘It was an
attempt to do things the
audience hadn't seen.’

Activision itself was formed in
1979, becoming Activision
International Inc four years later
when Greg joined. He's had a
wide and varied career including
Assistant US Attorney before
entering private practice as a
principal in his own law firm.
A[:ting as a consultant to
Activision started his
involvement with the company
and he's also been an advisor in
the entertainment industry. It
came as a pleasant surprise
therefore to find how open and
friendly this youthful and
enthusiastic 42 year old is.

One aspect of Activision that
he was keen to emphasise is its
truly international nature.
Operating units were
established here and in France
in ‘83 and Activision Germany
has just opened. Since last year
they've also achieved
‘substantial sales’ in the
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CTIVISION’

This month, we send John Minson into
the dark recesses of Activision, one of the
country’s (nay, the world’s) most successful software
houses. There’s more to the company than just Ghost -
bustin’as Activision President Greg Fischbach explain-
ed — Leslie Bunder asked the supplementary questions.

Japanese market via licensing
deals. It seems that the much
poo-poohed MSX standard is
more at home in the land of the
rising yen, where games are
available on ROM cartridges.
However, Greg doesn’t see it
succeeding here — yet! The
threatto the rum, et al, will
come with MSX Il or lll, he
thinks.

Returning to Europe, a
product acquisition and
development group has been
formed to translate software for
this side of the pond and,
perhaps more importantly, to
originate games here. One of the
first fruits is Tour de France (for
some obscure machine called
the Commodore) which despite
its Gallic theme and garlic
atmosphere was developed in
the UK. This is all part of the
recognition that different parts
of the Activision empire need
different approaches.

‘In the USA our strategy is to
deal with larger computer
memory. In Europe and Japan
it's different.’ Greg puts this
down to radically different
markets. ‘They're going in two
different directions. The USA is
not a games market—it's a
niche market.' By which he
means mostly home and
business applications like
Printshop or Music Maker. 'For
Britain, with its established
distribution and marketing, the
distributors will branch out and
have other types of software —
but the user will determine what
the new uses are.’

One of the mmﬁan ‘s most
recent successes has been
Ghostbusters, which has
already sold over half a million
copies in its various versions. It
led me to ask Greg about his
attitude to tie-ins and it
transpires that he hasa
somewhat privileged position.
Based in Los Angeles and with
many contacts in the Hollywood
entertainment community, he
gets to see scripts before they're
even filmed. ‘But since
Ghostbusters I've only seen one
film | thought suitable for a
computer release. A game has
to stand alone, and a tie-in can
help sell it, but a duff product
won't sell. Ghosthusters was

sansational. It had the music, the
voice — four or five hooks.'

Some people would disagree
— were those hooks quite so
sansational when translated to
the Spectrum’s limited sound
capabilities? A good chunk of
criticism has been levelled at the
Spectrum version of
Ghostbusters, but nevertheless
over 100,000 S rum copies
have been sold since its release
last December. ‘| think there was
a lot of unfair criticism from the
press,’ Greg commented, ‘what
they expected was a bit hopeful.
There was no way we could
incorporate the Ghostbusters
music in the Spectrum software
because of the way the
Spectrum’s sound output
works. It isn"t able to produce
three voices, like the
Commodore, so without
additional hardware it's not
possible to get three voices out
of the Spectrum. As far as
gameplay is concerned, there's
nomajor difference between the
Commodore and Spectrum
versions. We've kept all the
hooks people enjoy, such as the

raphics, speech and the way
the game is played. Apart from
the music, | wouldn't say there
was a major difference between
the two versions.”

Some people felt that
Ghostbusters was overpriced at
£9.95: "Yes, but again that came
from the press. If people thought
the game was overpriced, do
you think we would have sold
over 100,000 copies? The public
seem to have loved the game; as
far as the pricing is concerned,
we didn’t get one single
comg:laint from the public. For
£9.95 you have a game you can
pl.'nr again and again.’

laturally | was interested in
Activision's attitude to
conversions. Talking with the
members of the British end of
the operation, | got the idea that
they too were worried about bad
comparisons with Commodore
versions (that thing again — |
must ask Eg'what itis), and are
not averse to originating
software for Sir Clive's
brainchild.
_ As the occasion of the
interview was a preview of pre-
Christmas releasoes, it was

interesting to see that only three
out of seven will be available for
the Spectrum. Too many games
have proved impossible to
convert. ‘We look upon the

S rum as a games machine,
It's popular because of the
machine and software prices.
Programs went into the
marketplace quickly and kids
were soon writing for it. So
despite the limitations of sound
and colours, | don't think it is
going to go away.” We can
guarantee that, Greg!

Of these three releases,
Mindshadow is an illustrated
adventure in which you awake
on a deserted beach having lost
your memory. Though | didn't
see enough of the game to be
able to evaluate its originality, it
claims to contain a special help
character to assist and entertain
the player, as well as the more
usual logic puzzles.

Activision are pledged to
adding depth to their games, so
their forthcoming addition to the
spate of boxing games comes
with a strategic element as wel|
as Barry igan’s name
attached. There are different
fighting styles and training
routines as well as more basic
matters like the colours of your
man's trunks (| always choose
red — less likely to show the
blood). It's been written by

ar Productions, &
specialist house noted for such
simulations, and Greg told me
that its writer even went a
couple of rounds in the ring to
ensure accuracy! Your
opponents even boast limited
Al, changing technigues as the
fight progresses.

Sport of the future is the
theme of Ballblazer fram
Lucasfilm Games. It's the
Hollywood connection again as
the people who gave you
StarWars (the movie) let their
software wing create an ultra
fast-moving ball game, taking
place over the surface of one of
those odd checkerboard planets
with split screen views and lots
of one or two player action. It
looks great on the Atari, so let's
hope the Spectrum version
doesn’t lose out.

Sadly, the innavative
Somebody’s In My Computer,




which opens a window on
Lilliputian micro-squatters, is far
too complex to convert, but The
Great American Cross-Country
Road Race, a release which adds
route planning and speed-trap
dodging to the driving game,
will appear as The Great
European ditto. This has created
its own problems though. In
America you just drive West till
you fall in the Pacific — Europe
1sn't such a neat shape.
Possibly the most intruiging
program not at the preview is
&uvisiunallv titled Music box.
hile the joke at Activision’s HQ
was 'How do you get stereo
sound out of the Spectrum?’
‘Hold one up to each ear’, valiant
efforts have continued to
provide our beloved if a trifle
, quiet machine with an
{ equivalent of the Commodore
success, Music Studio, While its
capabilities are still to be
finalised, being a matter of
trading off features against each
other as memory allows, it's
90% finished and sounds
| fascinating.
Meanwhile, Activision moves
- into its second five years with a
positive approach voiced by
Greg Fischbach: ‘We try to push
ourselves as leader and
sometimes we stub our toe
because we're willing to take the
chances, because we're willing
to offer the consumer
. | something they've not seen
before.’

Following our interview with
Rod Cousens in the September
Issue, news breaks that Rod's
new company Electric Dreams is
signed to Activision. As this is
being written, Activision are
remaining tight lipped — the
official announcement is due in
a couple of weeks. They would
reveal, however, that the tie—
up fits in with Activision’s long
term strategy, which looks
towards starting a second or
maybe a third label, and Rod
approached them some months

e

algT'u'I-r«u titles for the Spectrum
are well underway, and should .
be revealed at the Personal ..
Computer World Show. With
luck, and a following wind, o - ety r - :
there should be further details | Gregory Fischbach, President of Activision International leans on his desk in an approachable, friendly
on the news pages of this issue. | Mannerand says ‘Cheese’ for the photographer.
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A long, long time ago in an issue far, far
»away, we asked you some questions to

someone daft enough to enter all the info .

& D 'help us determine how CRASH is seen by \
— ' YOU the reader (actually, it was the March WA

: AN issue). It's taken quite a while to persuade \
_____:__/ A VL 7

a

\
B

——

.into a computer to sort out the statistics, ==

—

P but finally Graeme Kidd's friend was offer-

ed a bribe and did it for us. Here are the ——~
results ...

First off the age of CRASH readership. We
broke the span up into several blocks — 2%
were under 10 years. 10-13 25.35%; 14-17
50.47%: 18-24 10%; 25-35 9.29%; and over
36 it was 4.06%. The average age of CRASH
readers was (hang on to your hats . . . )
17.23317591 years old!

We asked you how often you buy CRASH,
90.94% of those who answered said they
buy it every month, while 9.9% said occ-
asionally and 0.68% said they read some-
one else’s copy — pirates!

DOne of the big questions was what other
computer titles you buy regularly and how
you rate them. The figures given for CRASH
are bound to be a bit inflated as this was a
CRASH questionnaire after all, but it still
comes out rather well (modest coughs .. . ).
In order of popularity then followed by a
percentage rating for what the magazine’s
readers think of it;

1 CRASH B6.59%

2 COMPUTER & VIDEO GAMES 64.7%

3 SINCLAIR USER 58.53%

4 YOUR SPECTRUM 63.48%

5P.C. WEEKLY 60.28%

6 YOUR COMPUTER 58.17%

7 SINCLAIR PROGRAMS 50.96%

8 ZX COMPUTING 62%

9 HOME COMPUTING WEEKLY 52.18%
10 PERSONAL COMPUTER NEWS 59.66%
11 PERSONAL COMPUTER WORLD 75.6%
12 WHAT MICRO 53%

We asked you quite a bit about the
reviews in CRASH, kicking off with whether
reading CRASH has influenced your recent
gﬂmas buying; 75.78% said YES; a measly

.36% said NO; and 21.85% said SOME-
TIMES. Seems a fairly overwhelming vote
of confidence, but did you agree with the
review having bought and played the
game? 15.91% said ALWAYS; a more
reasonable 78.66% said MOST OF THE
TIME; 5.2% said HALF THE TIME; and an
insignificant 0.24% said NEVER (pooh to
them).

We wanted to know what you thought of
the length and detail of the reviews 11.15%
thought they should be longer; 3.44%
thought shorter, while the majority of
85.41% thought they were okay as they are.
Of those who thought there could be
change, most {EG.ZE%?thﬂught they should
be more detailed. You obviously like to have
review ratings, an overwhelming 93.03%
said YES; only 2.56% said NO and 4.41%
said they didn't know. Having said ratings
are wanted, how does the CRASH system
fare? 42.08% said it's EXCELLENT; 51.02%
said GOOD; 6.06% said AVERAGE and a
paltry 0.84% said POOR (double pooh to
thern).

How do the CRASH reviews stand up
against reviews for games in other mag-
azines? BETTER? Yes said 94.7%, which is
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g;\errE stagoering. 5.3% said ABOUT THE
ME and only 0.55% said CRASH reviews
are wWorse.

Moving from reviews to other sections
seen in comparison, we asked you to vote
for each section’s pnpulari%. and here they
are in descending order. Sadly the nurd
who devised the questions went and left out
Playing Tips. but never fear, subsequent
answers will reveal all!

1 Reviews

2 Software previews

3 News

4 Competitions

5 CRASH Forum

6 Adventure Trail

7 General articles and features

8 Hotlines

9 Games Index

10 Signpost

11 Hardware articles

12 Contents

13 Editorial

14 Utility reviews

15 Advertisermnents

16 Programmer profiles

17 Frontline

18 Comic strips

19 Hall of Slime

20 Advertisers’ index

This ordering produces few surprises,

although we discovered not that many

ople enter competitions or vote for the

otlines, but seem to think they are valu-

able anyway . . .

Voting for the Hotline went; 8% EVERY
MONTH; 34.93% OCCASIONALLY and

57.06% MNEVER. Adventure chart was
similar with 5.1% EVERY MONTH; 20.09%
OCCASIONALLY; and 74.81% NEVER.
Comparing the Hotline charts with other
types of chart we got 43,84% said BETTER;
22.7% said MORE FAIR; 14.95% said
RELEVANT. Some 17% thought they were
less fair and worse than others.

We asked whether you like the Lunar
Jetman comic strip and 55.63% said YES;
16.59% said NO; and 27.78% said they were
not bothered. With the Terminal Man comic
strip we got 42.24% saying YES; 25.65%
saying NO; and 32.11% said they were not
bothered.

In writing to the CRASH Forum, it again
seems that less people write in than think it
is valuable and enjoy it because only 4.3%
have written MORE THAN TWICE; 3.41%
have written TWICE; 11.48% have written
ONCE and the vast majority, 80.8% have
NEVER WRITTEN.

Onto Playing Tips, and the insufferable
Candy now has a bigger head than ever! A
staggerin 90.11 said the are
VALUABLE; a barely visible 0.3% said
USELESS and 9.6% said INTERESTING BUT
NEVER USE THEM. This was echoed by the

Ti.EEL?HmE maps with 90.11% again savir;g
VALUABLE; 06% USELESS; and 9.3
saying INTERESTING but never use them,
Candy thinks a lot of people out there have
gottaste .. .!

With the competitions we asked how you
felt and 5.6% said thera are too many;
35.35% said not enough; and a comfortable
58.76% thought they are fine as they are.
Somewhat better figures for general
articles, with 6.7% saying TOO LONG;
10.5% saying TOO SHORT; but most people
think we get them right with 82.76% saying
OKAY AS THEY ARE.

Signpost obviously hold a lesser interest
for the majority with 45.57% saying
VALUABLE; 12.22% saying USELESS; and
42.22% saying INTERESTING but never use
the tips.

We asked you what areas of CRASH you
would like to see expanded. Once again
Robin Candy comes out tops, with a 24.15%
vate for the Playing Tips, far and away the
biggest slab — Reviews, for instance, the
next most popular, received only 16%. Here
isthe order:

1 Playing Tips

2 Reviews

3 News

4 Software House profiles

b Hardware/Utilities

B Signpost

7 Adventure Trail

8 Programmer profiles

9 CRASH Forum

10 Hall of Slime

11 Frontline

12 CRASH Course

As we did in the previous questionnaire, we
asked whether you wanted to see games
program listings in CRASH. Last time we
asked, 96% said NO. Slightly different this
time: 16.85% said YES; 82.08% said NO and
1.06% said they didn't know.

Finally we asked whether reading CRASH
influenced you to actually buy games.
70.05% said YES; 1.72% said NO; and
28.23% said SOMETIMES. Again, a pretty
overwhelming result.

In case anyone is wondering whether most
returned questionnaire forms came from
CRASH subscribers and would consider this
a favourably biasing factor, the returned
forms came 26.67% from subscribers and
73.5% from non-subscribers.

This concludes the results of the 1985
CRASHTIONMNAIRE! Make what you will of
the statistics, we're giving them some hard
thought as well. Meanwhile, turn to the
Results Page if you returned a CRASHTION-
NAIRE form — you could have won a juicy
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Super fit and desperate for
freedom, Monty makes his daring
escape from Scudmore Prison.
Hounded by the bastions of law
and order, our frightened hero
finds refuge with the criminal
underworid who offer him his
chance to breathe fresh air and
bask in the sunlight once again.
Moving from safe
house to hideout
to underground lair, Monty must
select the correct five elements of
his freedom kit from the many he’s
offered and not miss out on the
hidden gold coins that will make
him a mole of leisure.

At last he's free but can he make
the cross-channel ferry on time?

Drive Sir Clive's C3
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FROM

THE FALUVIAN EMPIRE
TO SCULPTING IN LIGHT

What happens to Gamelords when they desert the Faluvian Empire, and move onto new
things? GRAEME KIDD tracked down CAROLINE HAYON and MARK EYLES who are currently
doing something very interesting in a converted dining room in Southampton. . . .

Quicksilva, the software house,
first came into being towards
the end of 1980. To start with,
the business occupied about
half a table in the back room of a
house on which Nick Lambert
made RAM packs.

Mark Eyles, so the story goes,
approached Nick and told him
that hewas an expert at weilding
a soldering iron. After he had
been shownwhich way round to
hold one, Mark was hired and
became Quicksilva's Creative
Design Executive— respon-
sible, among other things, for
the creation of The Faluvian
Empire and the Gamelords
Megazine. Caroline Hayon was
the third person to join Quick-
silva, and was called upon to
perform a whole range of tasks.
One of Caroline's roles within
CQuicksilva was Chief Gamelord
Droid, and she was overseer of
the Gamelords Club which
boasted more than 5,000
members at one stage.

Then the creative talents be-
hind Quicksilva decided that
they'd had enough: ‘the struc-
ture of the industry was stifling
their creativity’ according to
Quicksilva's Managing Director,
Rod Cousens. Quicksilva was
sold to Argus Press Software
and the team disbanded when
the new owners moved the com-
pany to London from South-
ampton. The members of the
team have all followed different
directions since the disband-
ment. Mark Eyles and Caroline
Hayon have formmed a partner-
ship and set up Holografix, a
company which produces holo-
grams — three dimensional
images recorded on film using a
laser,

Holografix is a young comp-
any and, in true Quicksilva trad-
ition, it is run from a house in
Southampton. The dining room
has been specially converted to
a holographic studio, and work
is beginning to come in. Visitors
to this year's Personal Computer
World show will be able to view
holograms commissioned from
Holografix by Melbourne House
to promote their new Lord of the
Rings game, and three winners
of the Glass Competition in the
August issue of CRASH will
soon have their very own holo-

ram of a space ship, produced
Mark and Caroline.
Perhaps the most familiar
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form of hologram is the one that |

can be found on credit cards and
forms part of some software
packaging. These are not partic-
ularly good examples of the
holographer’s art, because they
are in fact mass-produced holo-
grams, created by a special
printing process which emboss-
es the silvery plastic on which
they appear. The better holo-
grams are either 'printed’ onto a
special film or pmﬂ'ected into
space using laser light. While
there are a number of exhib-
itions of holography, including
the permanent one staged by
Light Fantastic in London’s
Covent Garden, holograms are
still a comparitively rare com-
modity.

Holografix, as a business,
came into existence atthe end of
last year but quite a few mem-
bers of the Quicksilva team had
developed an interest in holo-
graphv while the company was

ased in Southampton, and at
onestage theidea of settingupa
holographic studio was discuss-
ed. Mark and Caroline began
collecting together equipment,
scrounging what they could and
making do as best they could.
Finally, they decided to go into
partnership producing holo-
grams around Christmas last
vear,

Holography is a tricky busi-
ness which can rapidly get
expensive. Apart from a laser,
you need an isolation table on
which the laser, mirrors, lenses,
holographic master and subject
are arranged before the exp-
osure can be made, This table
has to be be very solid indeed
and the whole process requires
a degree of accuracy so critical
that the slightest movement in
the room during the exposure of
the hologram can ruin the out-
come,

While you can spend a fortune
creating a holographic studio,
there are ways to reduce the init-
ial capital outlay . . . in the case of
Holografix, the dining room of a
terraced house in Southampton
has been taken over and mod-
ified. The floor was taken up,
and a large guantity of concrete
poured onto the ground to make
a solid base. On this rests an old
typesetter's table—several tons
of metal resting on six legs —
and each leg ofthe table rests on
a sheat of heavy duty plywood
which in turnis supported by &

The original model and the Image Plane Hologram made from

it for

fbourne House's stand at the PCW Show.

Not really a hologram. This is the model of a spaceship used
to make the holograms for the Glass Competition in last
issue, lit by the light from the Holografix laser.

partially inflated Mini tyre inner
tube. Thus are the vibrations
caused by passing lorries ab-
sorbed, and the £5,000 cost of a
purpose-made isolation table
avoided.

The mirrors and lenses used
to control the laser light are
mounted on heavy stands con-
taining magnetic clamps. Oncea
piece of apparatus is in position
its limpet-like clamp can be act-
ivated and for all intents and
purposes, the stand becomes
partofthe table. It can take a day

to set the table up to produce a
single exposure, as the dist-

| ances between the components

in the set-up are critical to the
end result.

When the apparatus has been
set up to make a holographic
exposure, the curtains surroun-
ding the isolation table are
drawn, the dining room door is
closed and Mark and Caroline
withdraw to another recom—the
whole process is so sensitive to
vibration that someone cough-
ing in the studio during an exp-




Mark and Caroline make a few adjustments to the eguipment
on their Isolation Table — other people have candlesticks or
wineglasses, or bow/s of fruit on their dining room table. . ..

A Laser-level view of the Holo

to guide the laser beam.

osure could ruin the end result.
They have a cup of tea, waiting
until the whole apparatus stabil-
ises, and then press a button
which opens a remotely control-
led shutter-the exposure is
made.

A lot of variables are involved
in holography — the resolution
ofthe emulsion on the plates lies
in the range of 3 - 5,000 lines per
millimetre. Apart from unwant-
edvibrations and movements of
air during the exposure, the
length of the exposure, the mix
of chemicals used in processing,
the time the plate spends in

those chemicals and even the

ﬂuﬁx Isolation Table,
showing the stands used to hold the lenses and mirrors used

number of times the plate is
wiped with a squeedgee during
the developing can all affect the
end result radically. ‘There are a
vast number of things that can
go wrong', Mark explained,
there are so many different
parameters that all you can hope
to do is narrow the range of res-
ults you produce by experience.
It's still very difficult to produce
two holograms of the same sub-
ject which are identical —
there's a huge amount of tech-
nigue to learmn’.

he object, or model, which is
being hologrammed has to re-
flect light well— and is generally

painted matt white. Virtually
everything else in the room is
painted matt black. While the
shape and reflectivity of the
model affects the outcome of a
hologram, you can only learn by
experience. Mark and Caroline
must be amongst the few people
in the world to have actually
photographed paint drying!
I:WEIP.?*I ologrammed, then.)
While they were making the
helogram for Melbourne House,
they touched up the paint on the
model’s eyes. When they exp-
osed the hologram, the paint
had not dried completely and
the movement of the paint as it

continued to dry during the
twenty seconds or so of exp-
osure produced dark patches on
the image in place of the clear
and shiny effect needed.

Holography is still in its
infancy — it's reached the stage
that photography had at the turn
of the century — and Mark and
Caroline are amongst the pion-
eers, at the forefront of develop-
ment, adding to their pool of
holographic knowledge daily.
They have spent around six
months experimenting, building
up a portfalio of holograms and
it is anly recently that they feel
th EK have gotup to a sufficiently
high technical standard to start
accepting commissions, There
are three elements to commerc-
ial hulﬂgraphv.‘ Mark explained,
‘all the time you are learning
about the art and technical side,
you are actually making holo-
grams and you also have to get
work’”.

Caroline and Mark are under-
standably enthusiastic about
holography: ‘It's totally revol-
utionary in terms of presenting
images’, Mark enthused, "it'sthe
first major development since
the Renaissance when artists
moved from flat drawings to
painting with perspective. You
interact with holograms — you
need to learn to look at them, to
look around them and to move.
They are a different medium to
an nrdinar'fci:hotngraph or
painting and are not just pict-
uresin 30D,

'Producing holograms, you're
literally sculpting with light, not
just making a representationofa
model. By altering the variables
in the process it is possible to
produce a range of effects.’

There are no more than a
dozen studios in this country
producing holograms commer-
cially, .?méi there is, as yet, little
formal training available for
would-be holographers. The
Royal Photographic Society has
a holography group which
meets intermittently, and the
Royal College of Art is starting a
postgraduate course this acad-
emic year — but that is for
peoplewho can prove they have
a serious interest and can offer
appropriate qualifications. At
the moment, holography is just
coming out of the experimental
phase of development — base-
ment studios set up out of
hobbyist interest are turning
commercial, and the first few
people are starting to make a liv-
ing out of holography.

You don't need to spend a
fortune to set up a holographic
studio — with a little ingenuity
and a modest cash outlay it
should be possible to get
together the apparatus needed
to produce small holograms for
under £1,000. Apart from the
laser, (which you might be able
to borrow from a school physics
lab) the basic equipment used in
a studio could be begged,
borrowed and improvised on a
very low budget. 'l would
recommend one book to anyone
who wished to find out more
about practical holography’,
Mark said, ‘we owe a great deal
to The Holography Handbook,
published by Ross Books in
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California — it contains a wealth
of useful technical information
and tips on how to improvise.
And if anyone is seriously
interested in the subject, feel
free todrop us a line.’

Both Caroline and Mark can
see parallels between their
invalvement in holography and

ames software: ‘It's a bit like
the start of Quicksilva’, they
agree, "holography has reached
the stage games software had a
few years ago. It's a completely
different sort of market and
product, and is still like the early
days of computing. Holography
is going through a transition
stage with new companies
starting up. Our main asset is
our expertise— rather like with
computer software — only we're
not recording programs on tape,
we're writing them, , . .’

There's a great future for
holography. Mark elaborated:
‘With holography you're
basically storing information
using light. The potential for

applying holographic
technigues and lasers to aspects
of life is immense. Industry uses
lasers for stress testing, for
instance, to record the minute
movemnents in materials put
under stress, and a record of
ubi‘ects can be kept using
holograms rather than the
originals — patterns for dental
plates, for instance, can be
stored as holograms rather than
as casts. Mavybe there’ll be
computers with optical
components one day —
holography is a solution looking
for problems. ..’
‘At the moment, making a

hologram is a complicate

rocess — but one day the

olographic equivalent of a Box
Brownie may become available
— who knows? At the moment,
the range of subjects that can be
hologrammed successfully is
limited — they have to be solid
objects that will reflect light and
not mowve during the lon
exposure. A very powerful (and

very expensive) pulse laser
could be used to make
holograms of less solid objects,
but holographic portraits of
people aren’t on — you'd
damage them too much in the
process!’

Mark and Caroline haven't
severed all their cantacts with
the software industry — they
were about to leave for Holland,
where Mark is assisting a Dutch
software house to produce
games for MSX machines. ‘I'm
still involved in games
dﬁsigninf;. and have been
writing sleeve notes for Electric
Dreams' programs for instance.
Holography is the main thing
now, but we like to keep atoe in
the water — we can't just forget
about the software industry.’

Obviously the duo learnt a lot
of useful things about funding,
setting up and running a
business when they were at
Quicksilva, but Holografix is a
totally new venture, in a totally
new field. It's clear that both

Caroline and Mark enjoy the
challenges presented by
breaking new ground and
getting involved in something
new. Quicksilva's approach to
the software industry was
innovative and radically
different at the time — and a lot
of the fun involved in producing
and marketing Quicksilva
ames was communicated in

the company's approach to the
industry. With the changes that
have taken place in the software
industry in the past couple of
years, it's hardly surprising that
the personalities which formed
the core of Quicksilva decided to
maove on to pastures new.

For Mark and Caroline, those
?asru res are laser-lit. What is the

uture for Holografix and

holography as an industry? The
last words go to Mark: ‘It's fun
having complete unknowns —
life doesn’t get baring if it's
totally unpredictable. Ask me in
two years time. .. and I'll tell you
what it was like.'
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INCOHEREMNT WAVE LENGTHS |

SINGLE WRVE LEMGTH

Holography is the process single wavelength, and which is  reflected onto the ‘negative’. as part of an e stand at
whiclﬁlgghﬁ&im off a m{ﬂ very intense because all the The holographic image is the meﬂmw
object can be recorded onto a waves are in phase. recorded onto the ‘negative’and  Show!
film or a glass plate in such a LASER stands for Light represents the interference When you view a hologram
way that a fully three wplification by Stimulated patterns produced betweenthe  under white light, the
dimensional image of the object  Emissions of Radiation, and reference beam and the beam information recorded in the
is re-created when the hologram  works b:onducing lightina reflected off the subject. emulsion of the film reflects
is viewed. Although the tube filled with %as— rather like The distance travelled by the  lightin such awayasto produce
theoretical principles which lie  aflourescent light. Mirrors at the reference beam and the beam ‘athree dimensional image. A
behind hnlnw were first two ends of this tube reflectthe  which is reflected from the mﬁlﬁﬂaﬂlﬂwn {the
outlined in 1948 by Dennis light produced back to one object is critical — light arriving je for the GI. e

bor, it wasn't until the laser anather. Onemirroris not fully  atthe tﬁl:nﬁ of the ‘negative’ roduces an in _
was invented —in 1960 —that  silvered, and the light travelsup  from reference beam and i ] .
those theories could be put to and down the tube, gaining in from the subject has to travel the
the test, because holography, intensity until it is strong ﬁme distance in order to create
unlike phutc:gmphy. cannot be enough to escape through the e holographic interference
done with ordinary light. partially-silvered mirror, when it  patterns.

A laser produces coherent, or  is emitted as a powerful beam, If you then shine a laser beam
very organised light. Natural The | in a beam of through a ho lic master, a
light, or light ced by an light emitted by a laser are allin  three dimensional image of the
ordinary bulb or flourescent ase, and do not interfere with  object is projected into mid-air
tube is very disorganised, inthat  one another. To make a which you can walk round and
that it contains a number of hoﬁu-ﬁtm abeam of laser light  view from different positions in
wavelengths all of which areout s split into two — one beam is the same way as you could have
of phasewithone another. Ifyou  used as a reference beam and is '
shine natural light through a projected onto the film being
prism, it is split up into its used to make the raphic
SYIRER Spneacas the taoetm:A L i b B b biect

appear as the spectrum. '8m is shone onto obiji
laser produces lightwhich hasa  being hologrammed and is
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Producer: Ariolasoft
Memory required: 48k
Retail price: £8.95
Language: machine code
Author:

The last game that we reviewed
from Ariolasoft was Archon, a
sort of chess/wargame. Their
new aﬁﬂrin‘?h is a basketball
simulation. The only common
factor between the two games is
their American parentage. Both
ames are hits in America on the
pple, and have now been
converted for the Spectrum.
One on One is not a full
simulation of Basketball —
instead it simulates the
traditional two man American
ame where one all American

y takes on another all
American boy in a mini
competition. Clearly Dr (of

Basketball?) Julius Erving and
Larry Bird play this type of game
a lot. They are the chaps who
advised on its technical content
and they also feature as the two
players in the game. The idea of
the two personality players
allows you to add a little variety
to the game, since the computer
can be asked to adopt one of the
two programmed personalities
while your chap takes on the
other persona. Erving (in white
strip) is quicker at getting to the
basket and has a much longer
reach while Bird (in the b{ue? is
bigger and stronger and tends to
plv a mare intimidating game.
ou can make your player
move left/right, forwards/
backwards and, when the time is
?Ergt. jump and release the ball.
upening menu allows you to
select which controls you want,
keyboard or joystick. But before
you begin there are a number of
other options that also need to
be set up. First, you can choose
the type of rules under which
you want to play. The easiest
option — park and recreation —
means that the referee is blind.
The fourth and hardest level is
Pro, and in this mode sneezing
out of turn could lead to a
penalty. Another option lets you
decide who is to have
possession of the ball after a
point has been scored, either the
winner or the loser of the point,
The game can be played either
until a set time has been reached
or until a set score has been
achieved. The timed game gives
further options allowing you to
decide how long a quarter will
be: 2,4,6 or 8 minutes. The time

remainin in a game s
display ~on the master score
board during a match.

A list of possible fouls comes
with the documentation, but
how strictly the rules are
enforced depends on the referee

— not only on his eyesight but
also on ﬁnw rﬂlig‘g!e he is.
Another factor that will affect
our pra}rer‘s performance is his
evel of fatigue. The more
running and jumping that you
make him do the more tired he
will become, and he will begin to
slow down. The fatigue level for
each player is shown by two thin
blue bars at the bottom of the
screen. If your player is getting
very tired and slow you can
reduce his fatigue level by a bit
of gentle dribbling (!} or by
calling a time out.

\ CcriTiCIsM |

@'After seeing the picture on
the back of the package | was
expecting a game,
However, when | loaded the

game | checked the picture

ain and discovered that itwas
a 64 screen shot, of coursa!
One on One suffers from rather

yuchky graphics, and
monochrome pla that don’t
move at all well, game was

neither addictive or playable.
On the whole the graphics are a
let down for a game which
offers so many options.’

®'When | saw this game in the In
Tray | was pretty excited, after all
I was growing a little bored with
Matchday. However after
.Faadf'n% it | quickly changed my
mind. The graphics are apalling
— this game gets the prize for
attribute clash. One of the men is
supposed to be wearing a white
shirt but he looks like he has got
a hole through his chest — you
can see the court markings right
through him! To make matters
worse the characters look as if
they are walking on the moon.
When / acruafl}g jguf down to
playing the game [was horrified
to find that the other player
could nick the ball without bein

anywhere near me. Alf in all this

is a very difficult game to play
and | just don’t think that it's
worth the effort trying.’

®'This is my first attempt at a
basketball game and | must say
if this is anything to go by it will
be my last. The game is slow,
boring and silly. Shooting and
stealing seems entirely down to
luck and the sound is terrible.l
also found that the opening
menu, where you are expected
to set up the game options, was
very complicated to use. They
only good thing about the game
was the package itcame in, but it
would have been a good idea to
have included some basic
basketball rules.’

| comments 4

Control keys: Dr.J's: left/right
Z/X forward/backward Q/A to
jump and release C. Larry's: left/
right N/M forward/backward P/
L to jump and release B
Joystick: Kempston and
:?teﬁce 1 R

eyboard play: fair
gse ﬂ‘mluur: poor

raphics: very poor
Sound: poor
Skill levels: four

ns: one

General rating: buying this
wouldn’t be a good way to

spend your money

Use of computer 49%
Graphics 30%
Playability 37%
Getting started 38%
Addictive qualities 40%
Value for money 30%
Overall 39%
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SUPER SAM

Producer:Budgie
Memory required: 48k
Retail price: £

Language: machine code
Author: R Stevenson and
P Durbridge

Alligata have decided to add to
the proliferation of budget
price
new software house, to
known henceforth as Budgie.
The first two titles to be released
fall into two categories: Super
Sam is an arcade adventure
while the second title, Convoy is
a strategy game.

Super Sam is set in the midst
of a dark and forbidding castle.
Confined within this fortress is a
chap called Boris. Now Borisisa
rather slippery character, and
his capture is the object of the
game. The only way Boris can be
restrained is by trapping himina
cage, and you have a problem,
The cage needs to be assembled
from eighteen component parts
which are hidden within the
castle waiting to be recovered.

Most of the rooms within the
castle are pretty straightforward
having a backdrop, possibly
with a door which may or may
not be an exit. Nearly all of the
rooms have manheles through
which your man can fall to his
death, unless ithappens to be an
entrance to a secret passage.
Some of the other rooms look
more like mazes, and in such
rooms you may have to find a
hidden path through a wall in
order to get to an exit or an
object.

software by settingup a |

Mo matter where you are in
the castle you will find yourself
continuously being hampered
by a wide range of little bods,
some of which look very much
like our flat hatted hero Sam
would if he rode around in a
pedal car. Others resemble
police persons waving tickets or
even top hatted gentlemen.
Looks aside, all of these little
chaps are a real pain: as you
wander around trying to pick up
bits of the cage, they will home
in on you and if they succeed
your energy will be drained. The
energy bar at the top of the
screen will decrease rapidly with
collisions and each time it falls
to zero you |lose a life. When you
have lost all three lives you have
lost the game.

There are some quicker ways
of being killed — falling down a

manhole or walking into a
boobytrapped room, for
example. Don't worry though, it

isn't all bad news. If you live long
enough you may come across
an object that will afford you

Can our hero, SUPER SAM, penetrate the dark secrets of the
castle and capture the evil slithery Boris? Would you want

to?

R .STEVENRSOMN
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Staying away from the holes isn’t such a
le cars are such a pain, oven for S

some protection against the
castle’s inhabitants.

You dont win or lose points in
this game. Complete your task
and you won't be rewarded with
a score; instead the game keeps
track of how long you take, so if
you find that you have gone
through a door that takes you
outside the castle walls then you
will have to get back in as quickly
as you can. Unless of course —
having had a taste of life inside
— you would rather remain
outside.

\CRITICISM

®'Super Sam s a very
disappointing start to what
promises to be an interesting
fﬁ“?ﬁﬂf budget software. There
really isn't anything about it
that | like. The controls respond
poorly — especially when one is
using a joystick — and the
graphics are very poor. This
game is simﬁ:lv not up to the
standard being set by other
budget price software SES.
While this is a difficult game to

lay, I'm sure that it won't be
ong before you become
frustrated and simply decide to
chuck your stick in.'

®This /s what could be
described as an incredibly flat

P .PURBIDCE

lem, but those
ER SAM. Eak!

3D arcade adventure: the
playing area doesn’t go wvery
deep into the screen,
Conseguently, the game is very
difficult to play 